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Pbper prices 
force rise 


I If there is one certainty in life, it is 
change. The past year has been kind 
enough to make it possible for Amiga 
Review to continue. 

However, there have been some 
tough calls in the last few months that 
have meant we have been forced to 
adjust the format of the magazine, and 
you’ve no doubt noticed the cover price 
has gone up. The largest factor is not in 
fact anything to do with the Amiga 
community. 

Right now there is a world wide 
paper shortage. We’ve seen increases in 
paper prices over the past six months 
and had managed to absorb these. 
However, the latest round of increases 
meant we had no choice but to up the 
cover price and switch to a thinner 
stock. We have not reduced the number 
of pages. Many other Australian 
publications will have had a similar 
price increase this month too. 

Next month, we will look at our 
layout and find ways to increase the 
amount of information we can fit into 
one issue so we can give you better 
value for money. 

There’s a swag of new software 
products coming up - like TFX, Vlab 
Motion 2.5, Wordworth 4.0, and 
Lightwave 4.0, so there will be plenty 
to fill the pages of Amiga Review and 
keep your demands for new more 
powerful programs met. Of course the 
other big news we await is the 



announcement of a local source for the 
new Amiga. Right now there has been 
no decision, however it looks like 
Amiga Technologies are moving 
toward finalising U.S. distribution, 
which is a good thing for product 
developer in that country. 

August is a big month in the PC 
world, with PC ’95 in Melbourne 
heralding the launch of Windows ’95. 
Some Amiga owners have felt 
Microsoft’s latest operating system was 
in fact a giant step toward Amiga like 
functionality on a PC. 

Although it is true Windows ’95 is a 
huge leap forwards, it is not a 
Workbench for the PC by any stretch of 
the imagination. The multitasking is 
better than anything they have 
delivered previously, however no PC 
product offers the Amigas brilliant 
screen switching capability. The 
interface still relies on a series of 
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40Mb 2.5" 

IDE 

$199 

260Mb 2.5' 

1 IDE 

$369 

340Mb 2.5' 

1 IDE 

$469 

524Mb 2.5' 

1 IDE 

$649 


AMIGA HARD DRIVES 


AMIGA CD32 RACK IN STOCK 


SOFTWARE SPECIALS FOR AUCUS i 


NEW 


JDJi D/li/as hi A-JUDD 


545Mb IDE 

$299 

850Mb IDE 

$449 

1Gb IDE 

$549 

1.2Gb IDE 

$799 
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Syquest 88Mb int. 5.25" $499 

Syquest 105Mb int. 3.5" $449 

Syquest 270Mb int. 3.5" $649 

44Mb Syquest Cartridge $129 

88Mb Syquest Cartridge $109 

105Mb Syquest Cartridge $109 

270Mb Syquest Cartridge $129 

250Mb Tape Cartridge $59 


IOMEGA ZIP DRIVE 100Mb 


Maestro V34 28.8k $499 FAX and DATA modems. 
Maestro vfast 28.8k$399 Include GPFax Software. 


Expand your hard drive without limits 

(100 MB at a time) 


Take it with you 

(Zip drive and disks, are portable) 


Backup your hard 

(fast and easy) 
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420Mb FAST SCSI-2 
850Mb FAST SCSI-2 
1.08Gb FAST SCSI-2 
1.44Gb FAST SCSI-2 
2.1Gb FAST SCSI-2 


$349 

$529 

$799 

$1099 

$1699 


Amiga CD32 CD-ROM consoles are back in 
stock. But only limited stocks are available. 


HIGH SPEED MODEMS 


CJA Pioneering an new generation 
w W Pfcli BfljllllW OH- in graphics performance 


Cybervision 64 is produced in Germany by tt 
same company producing the Cyberstorm 680C 
accelerator. The Cybervision64 satisfies the mo 
demanding graphic requirements with a 64 bit wic 
graphics controller and fast 32 bit Zorro 
interface. Welcome to the new generation 
graphics performance. ffflH 

EPSON STYLUS COLOR 


1600 x 1200 in up to 256 colours 
1024 x 768 in up to 16 million colours 


For the Artist in yoi 

The EPSON Stylus COLOR ink-jet printer 
offers 16 million colours 
resolution, plus all 
reliability, 


HIGH DENSITY FLOPPIES 


We have limited stocks of A3000 Static column Ram - $€ti 


High Density Floppy Drives for all 
Amigas. All you need is WB 2 installed 
on your machine. Now you will be able 
to read 1.76M Amiga disks & 1.44M 
IBM-PC formated disks. 


Internal for A4000 (Slimline version) $149 
External for All Amigas $199 


A3000 ZIP RAM 


Directory Opus 
Version 5 
NOW SHIPPING 


1119 


AMIGA 

os 3.1 


A500 

A2000 

A3000 

A4000 


Brilliance V2 


PageStream V3 tttttttttttttttff 

_ ...539 

Pro Draw V3. TT1 

........ ....,,.,$14 

Imagine V3. TTTTrtl 

. $89 

Cine Moroh. 

_ S49 

Wordwortli V3»l ••••••••••••••••••••••••••••••••••••«$! 4 

Disk Expander.................. 

_ J79 

Power Copy. 

Datastore •••••••••••••••••••••••••< 

>•••••••••••••••••••••$ 1 1 




















































CD-ROM DRIVES 




CDU-76 Se 

External - Quad Spin 
Multi Session - No Caddy! 
MPEG & CM Compliant 





■MPUW ' CDU-76S! 

Internal - Quad Spin 
SBffjfj Multi Session - No Caddy! 
MPEG & CDI Com p |iant 
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ELECTRONIC DESIGN - VIDEO 



ED Neptun Genlock 
ED Y/C Genlock 

$499 

ED TBC Enhancer 
$1699 


SONY DIGITAL MULTISCAN 



Works w ith D blPAL mod es and 
Hi-ReSSIBfPBiH^y cards ^ 


SONY 

15"SF1 Digital 

1024x768ni $499 

17" SF1 Digital 

1024x768ni $1749 

20" Digital 

1280x1024ni $$999 



TTURBO CHARGE YOUR Ai200 



DKB Cobra 28 $549 

68030 28Mhz - 4Mb 32bit RAM 

DKB Cobra 40 $499 

68030 40Mhz - 4Mb 32bit RAM 

DKB Mongoose 50 $499 

68030 50Mhz - 4Mb 32Bit RAM - 68882 

DKB 1202 $$99 

4Mb 32Bit RAM 

DKB 1202 +FPU $449 

4Mb 32Bit RAM + 68882 FPU 

DKB SCSI add on $149 

SCSI-11 add on for Mongoose or Cobra 


QUAD CD-ROM FOR A 1 200 

Affordable SCSI CD-ROM 
for your A1200 

-SjjJuJujjyjj 

The new Quad speed CD-ROM for the Amiga 600/1200 plugs directly 
into the PCMCIA port and provides a direct SCSI interface, allowing up 
to six additional periperals to be connected, for example: 

Zip and SyQuest Drives, Hard Drives, Flatbed Scanners and DAT 
Drives. What’s more the Power CD-ROM features a "Hot-Plug" and 
"Un-Plug" even when your Amiga is switched on. 

SQUIRREL SCSI FOR A1200 

PCMCIA SCSI Interface 
For your A1200/600 

Fast PCMCIA SCSI interface 
for your Amiga 1200 and 600. 
Supports "Hot-Plug" and 
"Un-Plug" Supports up to 7 
SCSI-1 and SCSI-II devices. 

TTURRQ CHARGE YOUR A4000 






The Warp Engine is the only A4000 
Accelerator that offers on-board 
SCSI-2, 128 Meg RAM capacity and 
40MHz 68040 performance. The 
Warp uses standard 72 pin SIMM’s 
in any combimation. Also for 

A3000(T) $22*9 

The CyberStorm 50MHz 68060 is 
the first accelerator to offer Pentium 
like speeds to A4000 owners. 
Modular in design, the CyberStorm 
has Fast SCSI-II, Ethernet and high 
speed serial options. Its a must have 
for the 3D artist. $frM 


Second hand Commodore 25MHz 
68040 board for your A4000/030. 

19 MIPs! at a special price. 

S $59* > 






We Rccept BankCard, Visa, MasterCard, AMEX, & OCC Credit 

OPEN Mon-Fri 9DM-5PM SOT 10AM-DPM 
Online Ordering - Call Labyrinth BBS I02] S80 S881 


MOBILE: 1018)25 7471 
FOX: (I02/5404554 

Suite f 7, 20-24 Gibbs Street 
Miranda NSW Australia 2228 


Free Delivery Australia Wide! 
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Put your Amiga in Hs Place! 

with Professional DeskTop Video products from Sgmacom. 



The Personal Animation 
Recorder is shaping up to be one of 
the most powerfull and popular Digital 
Video cards for the Amiga. 

Its quality has passed the 
broadcast test at many of Australia’s 
commercial television networks. By 
now I’m sure you have seen the PAR 
output on television, but not know 
you’ve been watching it! 

Many of our clients are using 
the PAR with 3D rendering packages 
such as Lightwave to produce TV 
commercials, Music videos and 
much, much more. 


Here are some of the reasons the 
PAR has become so popular :- 

- Broadcast resolution output 

- Real time 25fps Playback of video 

- Full 24Bit Colour 

- Component output (Betacam® Mil®) 

- Y/C output (S-VHSr'HiS®) 

- Composite Video output 

- Interface with any Amiga graphics s/w 

With the Capture board you add even 
more versatility :- 

- Real time 25fps Capture of live video 

- Component input (Betacam® Mlf®) 

- Y/C input (S-VHS^HiB®) 

- Composite Video input 




Model, Animate & Render with 
the Incredibly powerful New version of 
LIGHTWAVE 3D. Version 4. Some of its 
new features include, Inverse Kinematics, 
Metaform functions and Multi Platform 
support - plus much more. 


Tmnsfomi your Amigo into a Digital video Non-Linear edit suite - with V-lab motion 



Here at last.... an affordable, 
broadcast resolution non-linear editing 
system has finally arrived in the form 
of V-Lab Motion! 

Its a fully functional non-linear 
editor and real time 24-bit animation 
recorder with audio support via the 
Toccata 16 bit stereo sampler card. 

Full time line edit control with 
A/B roll type interfades and wipes. 
Also keying and "Blue Box" effects. 

V-Lab Motion was "product of 
the year" in AMIGA PLUS (Germany) 
as well as a "Perfect 10" an AMIGA 
COMPUTING First. 


Here are some of the features of the 
V-Lab motion system :- 

- Outstanding quality non-linear editor 

- 16 bit audio with the Toccata 

- Complete ARexx support 

- Comprehensive digital effects 

- Digital character generator 

- Chroma keying for "Blue Box" FX 

- Composite & Y/C inputs 

- Composite & Y/C outputs 

- Freely adjustable data rates 

- Optional Component in/outputs 

- Powerful Movie Shop Software 

- Time Line & Hierarchical editing 

- Use as animation recorder 

- $2788 for V-Lab Motion 

- $ 869 for Toccata 

"The V-Lab Motion system will 
blow your socks off!" 

-- Michael Ricks, Producer/Director 

- SUNSTONE PICTURES, Phoenix, Arizona 



MM400 is the latest upgrade to 
SCALA and adds multi-platform support 
with the addition of the File format EX’s, 
New text wipes, better anti-aliasing, X/Y 
font scaling and more. 


Coming soon will be SCALA MM 100 
The first real Multi Media software 
for the IBM-PC platform. 
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11 ASIMCDFS v3 

The Amiga’s best 
CD filesystem gets 
. a lot better! 
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The fastest Amiga ever! 


14 ShapeShifter 

MAC emulation - 
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Turn your Amiga into a 
video editing suite 

NO FUSS, INSTANT ACCESS, DIGITAL VIDEO EDITING 

**The ultimate 
desktop video 
solution 

4.3 GB SCSI 
II HD’s from $2299 
Warp Engines 
from $1295 

Best prices on 60ns SIMMS 

FOR INFORMATION CALL 

TV Graphics 

(03) 521 2455 TEL 
(03) 521 3945 FAX 


COMING SOON: DRACO AMIGA COMPATIBLE - ’060/RISC 


Capture VHS or SVHS (Y/C) 
video, complete with stereo 
sound - then edit, cut, paste and 
immediately view or add special 
effects, titles and more .. . 



VLAB MOTION $2770 

TOCCATA $810 

... works on A2000/3000/4000 
(Just add a fast SCSI hard drive) 



clumsy programs to provide the 
functionality of Workbench offers 
through one interface. Windows is still 
a pretend interface - the icons still do 
not necessarily match what is really on 
your system. 

Basic I/O functions like formatting a 
disk can still create a slow down in 
performance and the basic problem of 
most major applications requiring 
megabytes of virtual disk memory 
remains. Windows is better, but I still 
find myself feeling like one hand is tied 
behind my back whenever I switch 
over to a PC. 

Compaq and Packard Bell have 
announced they will not be shipping 
Windows ’95 as standard with 
machines - it will be a by request 
option. This move backs up comments 
I have made previously that as it stands 
Windows ’95 has more power or 
complexity than most consumers will 
be able to deal with. 


It will take at least a year for 
Microsoft to sort out some of the 
problems with this new fanged 
evolution of Windows. By then we will 
have new Amigas, and Workbench 4.0 
will be well underway. 

As a stop gap to better Amiga 
software, the subject of emulation often 
comes up. In this issue we’ve had a 
quick look at the latest very affordable 
method of running Macintosh 
programs. Shape Shifter is very cheap, 
and it works. 

A fully functional registered version 
will be written up soon. ShapeShifter 
caused a storm on the Internet, where 
accusations from other Mac emulation 
authors suggesting parts of the code 
were copied from their software had 
experts on the subject in a frenzy of 
email exchange. As it turns out, there 
were no clean slates at the end of the 
day, and it is a very muddy area. 

□ 


Internet Access 

If you’re looking for Internet 
access, please note the disk set 
available from Amiga Review is 
configured to be used with Ausnet 
only. If you wish to use another 
service provider you will need to 
modify the scripts to suit. If you buy 
these disks, you should also refer 
back to the original article by Wes 
Tatters in the April ’95 issue of 
Amiga Review. 

Follow the instructions from the 
heading on configuring once you 
have the software installed 
according to the readme file on the 
disk. 

To order your Internet disks, 
complete with a Mosaic style 
browser and TCP/IP version 4.0, 
call 1-800-252 879. Major credit 
cards accepted, as well as COD, or 
send a cheque or money order. 
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1 Hard Disk Mechanisms 

Quantum Drives: 


• Trailblazer 420MB SCSI II 

$ 349- 

• Lightning 540MB SCSI II 

$ 399- 

• Trail Blazer 850MB SCSI II 

$ 499- 

• Fireball 1.08GB SCSI E 

$ 799- 

• Atlas 2.1GB SCSI II 

$1699- 

A4000 Seagate IDE Drives: 


• 545MB 12ms 120K cache 

$ 299- 

• 850MB 11ms 256K cache 

$ 429- 

• 1.05GB 12ms 256k cache 

$ 529- 

A1200 Seagate 2.5" IDE Drives: 


•260 MB 

$ 369- 

1 • 420 MB 

$ 439- 

•524 MB 

$ 619- 

• For other drive sizes please call. 



Accelerators & 
RAM Expansion 

A500/600: 

• A500 512k RAM Expansion (no clock) $ 49- 

• A500 512k RAM Expansion (with clock) $ 65- 

• A600 1 MB RAM Expansion (no clock) $ 125- 

• A600 1MB RAM Expansion (with clock) $ 149- 

A1200: 

• GVP A1230 II/030/50MHZ/4MB 1 lefts 749- 

• GVP A1230 II 40MHz Co-Pro $ 139- 

• GVP A1230II 50MHz Co-Pro $ 199- 

• GVP A1291 (Suit A1230 II) $ 129- 

A2000: 

• Oktagon SCSI (up to 8MB RAM) $ 299- 

• DKB Megachip 2MB Chip Ram Expansion $ 339- 


A3000: 

• 4 MB ZIP RAM Page Mode 

• 4 MB ZIP RAM Static Column 


$ 320- 
$ 340- 


A4000: 

• Z3 Fastlane SCSI II & RAM Expansion from$ 699- 

• DKB 4091 SCSI-11 Expansion Card $ 549- 

• Oktagon SCSI (up to 8MB RAM) $ 299- 

• GVP 40MHz ’040 4 MB 32bit RAM $1549- 

• Warp Engine 040 40MHz $2299- 

Amiga 1200 
Accelerator 
Products 

1202, no Co-Pro, 0MB $ 159- 

1202,68882 @ 20MHz, 0MB $ 189- 

1202,68882 @ 33MHz, 0MB $ 229-1 

Cobra ’030MMU 28MHZ $ 299- 

- no Co-Pro, 0MB 

Cobra ’030EC 40MHz $ 449- 

- no Co-Pro, 0MB 

Mongoose ’030MMU 50MHz $ 649- 

- 50MHz 68882,0MB 

SCSI-n Option for Cobra & Mongoose $ 189- 
RAM purchased WITH Mongoose or Cobra: 

- 4MB 32 bit RAM $ 250-1 

- 8MB 32 bit RAM $ 500- 

- 16MB 32 bit RAM $ 870- 


PRODUCTIVITY SOFTWARE 1 

Adorage AGA 

$149.00 

ImageFX V2.1 

$399.00 

Amiback 

$ 55.00 

Imagemaster R/T 1.0 Special $ 99.00 

Amiback 2.0 Plus Tools Bundle $119.00 

Impact (Lightwave) 

$329.00 

Anim Workshop 

Special % 49.00 

Info Nexus 

$ 79.95 

Anim Workshop V2 

Special $119.00 

Light Rave 3.1 Clearance $149.00 

Art Department Pro 2.5 

$259.00 

Light Wave 3D 4.0 

$1295.00 

ADPro: Epson Scanner Driver $175.00 

Magic Lantern II New Price $ 79.95 

Bars and Pipes Professional V2.5 $389.00 

Map Studio (Vols 1-6 complete) 

$ 69.95 

Brilliance V2 

$ 99.00 

Maxon Magic 

$ 69.00 

Calagari 24 

Special $249.00 

Multilayer for ADPro V1.7 

$139.00 

CrossDOS 6.0 

$ 69.95 

Multilayer for ImageFX VI.7 

$139.00 

CrossMAC 

$175.00 

Money Matters V3 

$ 99.00 

Cygnus Ed Pro V3.5 

$109.00 

Montage Postscript Module 

$249.00 

Datastore 

$109.00 

Morphus for Imagine Clearance $ 79.95 

Deluxe Music V2 

$ 99.00 

Morph Plus 

$175.00 

Deluxe Paint V 

$ 95.00 

Organiser 

$ 89.00 

DICE 3.0 

$199.00 

OS 3.1 Kits 

$CALL 

DirWork 2.1 

$ 94.95 

PC-Task 3.1 

$119.00 

Directory Opus V5 

$119.00 

PageStream 3.Oh 

$399.00 

Disk Expander 

$ 66.95 

Pegger V2 JPEG Utility 

$ 99.00 

Distant Suns V5 

$ 94.95 

Pen Pal 1.5 

$ 79.00 

DTUIOQl.O 

$ 94.95 

Personal Paint 6.1 

$ 99.00 

Easy Ledgers 2 

New Price $299.00 

Photogenics VI.2 

$139.00 

Essence II / Forge 

$139.00 

Pixel 3D Pro V2.0 

$289.00 

Final Copy II Release 2 

$119.00 

Power Copy V3.03a 

$ 39.95 j 

Final Data 

$129.00 

SAS C/C++ V6 

$299.00 

Final Writer Release 3 

$169.00 

SCALA MM400 

$399.00 

GameSmith 

$189.00 

Scenery Animator V4 

$ 99.95 

Gigamem3.12 

$ 89.95 

Sparks 2.173 

$199.00 

GPFax 

$ 99.00 

Studio II (Printer Drivers) 

$ 99.00 | 

Helm 1.66 

$149.00 

Superbase Personal 4 

$189.00 | 

HiSoft Basic 2.0 

$149.00 

Superbase Pro VI.3 

$325.00 

HiSoft DevPac 3 

$139.00 

SuperJam V 1.1 

$159.00 

HiSoft Pascal 

$199.00 

TV Paint Pro 2.0 Special $299.00 

Hollywood FX 

$289.00 

Typesmith V2.5 

$199.00 

Hollywood FX Lite 

$ 79.95 

Vista Pro 3 

$ 99.95 

Home Accounts 2 

Clearances 29.00 

Wordworth V3.1 

$139.00 

Humanoid (Lightwave) 

$259.00 

Word worth Companion (book) 

$ 49.00 

Hypercache 2.0 

$ 59.95 



This list is not exhaustive. Please phone for any titles not listed. 
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iftware. 
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£ 499 - 
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Selling Fast 

Place your 
, order now! 


SONY CDU 76S $399- 

Internal 4x spin 

SONY CDU 76S $579- 

External 4x spin 
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A5 00 HP + RAM 


• No HD (up to 8MB RAM) 

• with 540MB IDE 

• with 850MB IDE 

• Ram to suit (2MB) 

* Requires WB2.0 or greater for HD use. 


Sparks - Particle animation system for 
LightWave. Particles bounce with real world 
behaviour and gravity. Multiple point gravity 
wells allow bending and directing the stream, 
flock or swarm of particles. Control origin 
direction, gravity, quantity, spacing, elasticity 
and mass. Complete with wind, gusting, 
flaking and swirling controls - adjustable per 

ms. $199- 


Impact - Create LightWave animations using the 
laws of physics. Impact allows you to give 
objects weight, speed and direction. Impact will 
^ i calculate the collisions and make them respond 

Only $1205" accordingly $329- 


VOLUME II 


Essence II - Essence is a library of 
algorithmic texture. This means you have a 
set of parameters with which to alter the 
supplied surface information to suit your 
taste. You can then use the attributes directly 
in Imagine or render the texture out at any 
resolution for use in any rendering package. 

$139- 
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Humanoid - Models of 4 different figures: a 
man, strong man, woman and child. The models 
are available in either LightWave or Imagine 
format with ready to use heirarchies enabling the 
design of poses and motion with minimum effort. 
Includes morph targets for animating facial 
expressions, phonetics, hands gesturing and 
grasping. A14 models are morph compatible with 
each other. Comercial use of rendering permitted. 

$259- 


Pixel 3D v2 - 
Convert bitmap 
pictures of logos 
and shapes to 3d 
objects. Con¬ 
vert objects be¬ 
tween seventeen 
different file for¬ 
mats including 
3D Studio, Imagine, complete 
DXF AutoCAD and LightWave 
scene and objects Now handles 
EPS (Encapsulated Postscript) 

fifes. $289- 

Other LightWave and 
3D Accessories are 
available. Please call 
for more information. 


Only $95.00 


Store 100 MB on a single 3.5" floppy 
sized disk. The Zip drive is available 
in both an Amiga SCSI version and a 
PC parallel version. 

• Zip Drive & 2 100 MB disks $399- 

Units due in October. 
Place your order now! 


Amiga 

CD-ROMs 


• AmiNET 7 

• AmiNET Set 1 

• Fresh Fonts Vol. 2 

• Imagine CD V2 
•LightROM Vol. 1 

• Light ROM Vol. 2 

• Meeting Pearls 2 


$ 

$ 29.95 


Compare our prices! 


Order 


"It’s Easy 1 


We Accept 

Cash, Cheque, Bankcard, Visa, Master-1 
card, Money Order or Direct Deposit. 
Please call for current freight charges on j 
orders over $100. 


How: 

Phone, write, fax or come and see us I 
in our showroom. Please include 
phone number when writing or faxing. 
All letters will be answered. 


*This Ad was produced entirely using Amigas *A11 Prices Subject to Change Without Notice 


Dorset Hoad. Ph 
Victoria 3136. Fax. 

Postal Address: P.O. Box 627, Croydon, Victoria 3136 


( 03 ) 


) 9725 6255 

9725 6766 b* ok 
























The first computerised point of 
sale system available for the Amiga, 
Poswiz! offers more than simple 
uniqueness. 

On top of all the basic cash regis¬ 
ter functions, Poswiz! provides stock 
management - you can input up to 
32,000 lines of stock information, 
with stock numbers, department 


Computer Tech 
moves 

Computer Tech Services, who do 
repairs on all computer models includ¬ 
ing Amigas, has moved from Carlton 
to 200 Railway Parade, Kogarah 
2217. 

Their phone number is (02) 553 0021. 


Zip news 

After our review of the Iomega 
Zip 100Mb drives last month, you 
may be champing at the bit to get your 
hands on one. Don’t hold your breath. 

Thanks to unprecedented demand 
and underpowered manufacturing fa¬ 
cilities, Iomega won’t be able to start 
filling Australian orders until mid- 
August at best and October at worst. 
But get your orders in anyway; it 
won’t be at all surprising if the entire 
first shipment gets pre-sold! 

Contact Digipic Productions on 
(02) 948 2766 for more information. 


names, discounts and so on, and re¬ 
porting features let you, for example, 
see what’s selling slowly. 

There’s manual or automatic or¬ 
dering, supplier and customer detail 
entry, lay-bys, invoices, staff manage¬ 
ment, security passwords and more. 
Programmed in Australia, Poswiz! is 
available from Unitech Electronics on 
(02) 820 3555. Look out for a review 
soon! 


Easy Ledgers 
cheaper! 

EasyLedgers 2, the popular Amiga 
accounting program, is set to become 
even more popular with a $100 price 
drop. From July 30th, EasyLedgers 
will cost only $299. Contact Small- 
Biz Software on (074) 919190 for 
more information. 



EMAIL NEWS TO 
pcreview@world.net 


CORRECTION 

In the July Amiga Review’s "Budget A1200 Accelerators" article, we stated that 
an economical solution to the surprisingly fast TRA1200’s lack of a SCSI expan¬ 
sion option was to use a Squirrel SCSI controller instead. Amadeus Computers 
has informed us that this strategy works perfectly until you turn the computer on 
and discover that the two devices are completely incompatible. 

Sorry about that. 



What price 
new Amigas? 

CEI, the biggest US Amiga dealer 
and one-time bidder for the Amiga 
technology, recently raised hackles 
among Amiga-freaks worldwide by 
widely publicising the specs and price 
of their version of the A4000T, to be 
available Real Soon Now from Amiga 
Technologies. 

According to CEI, the 25MHz 
68040 A4000T with 6Mb of RAM 
and a 540Mb hard drive would sell for 
$US3499. 

Add a half-decent monitor to that 
and you’re talking $US4000. 

For $US4000, you can get yourself 
a IBM clone 75MHz Pentium with 
16Mb of RAM, a 2Gb hard drive, a 
quad speed CD-ROM, a 2Mb video 
card, a 16 bit sound card, a V.34 mo¬ 
dem and an NEC 15 inch monitor. Not 
as stylish, but light years ahead on 
90% of the spec sheet. 

Understandably, Amiga enthusi¬ 
asts who learned of this rather high 
price screamed blue murder all over 
the networks, and CEI found itself in 
the middle of a storm of controversy. 

Now Amiga Technologies has 
hastily stood up to say that they have 
not officially announced any pricing 
for the USA or anywhere else yet, and 
the CEI release was premature. Amiga 
Technologies went on to say that a 
sales conference slated for the second 
half of July and chaired by Petro 
Tyschtschenko, Amiga Technologies 
General Manager, would be open to 
all US Amiga dealers and would have 
some bearing on the final pricing. 

There has been widespread specu¬ 
lation over the reason for CEI’s an¬ 
nouncement of an officially unofficial 
price. The general, and plausible, con¬ 
clusion is that Amiga Technologies 
told CEI the price it was planning to 
charge for 4000Ts, and CEI factored 

Continued on page 78... 
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MAVERICK AMIGA 

UNITECH 


“AMIGA 
NOT BORN TO RULE 
BORN TO BE BEST” 


ELECTRONICS PTY LTD T/as 
ACN 003 864 042 Established 1978 
Celebrating 17 years in business! 
The Home of Technology 



MIGA 




AMIGA DEVELOPER 
AMIGA REPAIRS 
AMIGA SALES SERVICE & SUPPORT 


Offices,Service Centre & Showroom: 8B Tummul Place, ST. ANDREWS. SYDNEY. N.S.W. 2566 
All Mail To: P.O. Box 150 Minto. Sydney. N.S.W. 2566. Dedicated 24 hours Fax: 02 603 8685 
Trading Hours 9am to 5pm Monday to Friday. Sat Morning 9am to 12noon Mobile 018 466 928 


LATEST SOFTWARE 

DIR OPUS $119 

EASY LEDGERS 2.0 $399 

FINAL WRITER Release 3 UK $169 

GIGAMEM $199 

GPFAX $149 

HOME ACCOUNTS 2.0 $59 

PC TASK 3.1 Latest upgrade $119 

WORDWORTH 3.1 $149 

W’BENCH 3.1 FOR A500/2000 $call 
W’BENCH 3.1 FOR A3000 $call 

W’BENCH 3.1 FOR A1200 $call 

W’BENCH 3.1 FOR A4000 $call 

U.K. manufactured Joysticks 

A full 12 month Australian Warranty 

Sureshot standard.$39.95 

Crusier Multi-Colour joystick.$49.95 

Cruiser Turbo Joystick.$49.95 

Competition Pro 5000 Mini.$45.95 

Competition Pro 5000 Black.$49.95 



IOMEGA ZIP DRIVE 100MB 
Pack of 3 X100MB disks $115 


WHITE HOT SPECIALS 

Brilliance 2.$95 

Broadcast Titler.$249 

Pagestream 3.0.$CALL 

ZAPPO CD-ROM Drive.$590 

QUICKNET.$CALL 

CD32 Game Specials 

TROLLS.$49 

MORPH.$49 

John Barnes Europe Football.$49 

HARDWARE 

AMIGA A1200 Hard Drive Cables 

C.01200 Dual HD Cable.$39 

C.01210 3.5"HD intnl Kit.$51 

C.01220 3.5"HD extnl Kit.$54 

C.01230 2.5" + 3.5" HD Kit.$59 

C.01240 SX-1 xtnl 3.5" Kit.$59 

C.01250 SX-1 intnl 2.5".$31 

C.01260 2.5" 40mm cable.$27 

C.01270 3.5"(x 2) xtnl kit.$65 

C.75555 50F IDC x 7 SCSI con.$39 

C.04220 40W IDE H/D cable.$19 

C.03020 reverse 2.5" kit.$65 

Monitor Cables 

C.00929 9M - 9 F Extension.$29 

C.23984 9F-23F 1084S.$29 

C.01509 9M-15DF.$29 

C.88184 SCART/stereo.$69 

C.15066 15DM - Video-6 BNC.$29 

C.92384 9M - 23F 1084S.$29 

C.02384 23F-RCA only.$29 

C.62384 6DIN-23F 1084S.$29 

C.15215 15DM-15DF XTN.$35 

C. 15923 15DM-23F/LOGIC.$69 

C. 15223 15DM-23F.$29 

C.90003 9DMitsubishi-23F Logic.$59 

Monitor Adapters 

A.02315 23Fto 15 D with LOGIC.$40 

A. 15023 23F to 15 F No Logic.$35 

A.02329 23F to 9 F with LOGIC.$40 

18 types of Monitor Sw/Box from.$99 

Tell us the configuration - we’ll do the rest! 


Analog Joystick Adapter 

A.00159. PC to Amiga J/S.$29 

Printer cables 

C.36525 1.8metres.$8 

C.02536 5 metres.$10 

C.12536 10 metres.$18 

C.20536 20metres.$33 

Extension cables 

C.23223 23M-23F1.2M.$19 

C.25225 25M-25F1.2M.$19 

C.92525 modem 350mm.$18 

C.25999 SX-1 modem.$18 

C.62525 Parnet +Disk.3.M.$27 

C.72525 Null modem 2.M.$21 

SCSI-2 cables 

C.52520 25MD-50Hi-D.$69 

C.86186 86SCSI-86SCSI.$265 

C.50050 50MCen-50MCen.$49 

C.50750 50MHi-D -50MCen.$69 

SCSI fStd SCSI-1) cable 

C.50925 50MCen-25MD.$19 

SCSI IDC Ribbon Cables 

C.50555 50 F x2-> 50MCen.$19 

C.55555 50 F IDC x 3.$17 

C.50665 50 F IDC x 2 to 50 Cent.$39 

C.50885 50 F Cent-50 IDC.$39 

25way. 34wav. 40 way IDC’s 

C. 12525 25 MD-25MD.Rib.$39 

C.40240 40 IDC-40 IDC x2.$22 

C.34040 40IDC-40 IDCx3.$29 

C.40340 34way IDC x 3.$20 

C. 12525 Vidi 12 Extn Cable.$36 

IDE hard drives 3.5" 

H.11260 IDE HD..260MB.$CALL 

H.11428 IDE HD 428MB.$CALL 

H.11528 IDE HD 528MB.$CALL 

SCSI hard drives 

H.22343 SCSI2 HD 343MB.$CALL 

H.22456 SCSI2 HD 456MB.$CALL 

H.33108 SCSI2 1.08GB.$CALL 

H.33321 SCSI2 2.1 GB.$CALL 


EDUCATIONAL SOFTWARE TO SUIT 
A500 up to A2000 requires 1 Mb RAM 
PRICED FROM $24. A real bargain! 

CD32 & Peripherals 

J.32032 Competition Pro Joypad.$49 I 

J.00032 FMV module (MPEG).$CALL \ 

J.10032 SX-1 Module (a must!).$399 ( 

J.10132 SX-1 AT Keyboard.$49 | 

J.90032 Communicator Lite.$1491 

J.32222 CD32 Machine.$CALL f 

CD32 Video Titles from $59 

Andrew Lloyd Webber Collection, Black 1 
Rain, Bryan Adams, Bon Jovi, David Bow-f 
ie, Coming to America, A Fish Called! 
Wanda, Ghost, The Hunt For Red Octo-| 
ber, Indecent Proposal, Fatal Attraction,! 
Kate Bush, Naked Gun 1 & 2 1/2, Patriot! 
Games, Pink Floyd, Queen Flix 1/2, Star! 
Trek VI, The Crying Game, Sting, Sliver,! 
The Cure, The Krays, Tina Turner Rio ’88, P 
The Three Tenors, Tina Turner Simply the I 
Best, Top Gun, Wayne’s World 1 & 2,P 
White Christmas. Many titles are arriving \ 
weekly. Call to place your name on our 
mail & phone info list - don’t miss out! 

CD32 Games - Heaps in stock! | 

CD32 Games From $39 to $129.95 
Amiga Chips Also in stock.$CALL | 

H.00003 Kickboard Plus 3 R/Sharer.$49 1 

H.60000 1 Meg Exp A600.$1491 

H.00512 1/2 Meg A500 Exp.$791 

H.12003 UK Speakers 2W.$491 

H.00132 CD32 Campatible mouse.$39 1 

H.10880 Xtnl Floppy Drive.$165 I 

H.21760 Hi-Density xtnl F/Drive.$289 I 

H.91760 Hi-Density Intnl F/Drive.$279 I 

H.80880 Teac 880K Int.Floppy.$165 I 

H.30030 30 W RMS Spkrs.$159 1 

H.44425 4 way Data Sw/Box.$45 I 

H.66336 Optical Mouse.$69 1 

H.12002 A1200 real time clock.$55 I 

H.12012 Vidi 12 RT12.$399 1 

H.00288 Maestro 28.8 modem.$595 I 

C.12000 A2000 K/B xtn cable.$13 1 

C. 14000 A4000 K/B xtn cable.$13 1 

Heaps of Software - too numerous to list! I 


3.1 ROM Kits in stock for A500, A600 HD (no more searching for 2.05 37.350), A2000, A3000, A4000 (not A1200) 

WE ARE THE EXCLUSIVE AUSTRALIAN DISTRIBUTOR OF THE COMPETITION PRO JOY PAD 
CHIP LEVEL REPAIRS: ALL AMIGA REPAIRS ARE DONE ON OUR PREMISES - NO MIDDLE MAN! 

A1200 DKB - COBRA or MONGOOSE! A1200 Memory RAM expansion boards. YES! $CALL. 

Memory RAM Chips & SIMM RAM Modules.YES!.$CALL 

NOT LISTED? IF WHAT YOU WANT ISN’T HERE, WE’VE PROBABLY GOT IT- JUST GIVE USA CALL! 

Cash - Bankcard - Visa - Mastercard (Min Purchase $40) - Money Orders - C.O.D’s (conditions apply) - Bank Cheque - Direct Deposit 
We Courier Anywhere in the world. Prices do not include freight or insurance - CALL or DROP IN FOR A 

Prices are correct at the time of going to press. E&OE UEPL/ACAR-4/95 cocc io oAnc n atai nm iei 

UNITECH ELECTRONICS PTY LTD IS A REGISTERED AMIGA DEVELOPER ™ ct 1Z ^ /4Ut 0/4 'ALUUUZ. 

ALSO SERVICING COMMODORE PRODUCTS SINCE 1983 REPAIRS / UPGRADES / MODIFICATIONS / DESIGN 


P0S WIZ! C0MMING SOON! Point of sale software for the Amiga. Replaces your till 
























































































































































Welcome back to Media 
Watch; apologies for the nonap¬ 
pearance of the column last mon¬ 
th; here’s a bumper-sized collec¬ 
tion to make up for it! 

Removalists and New Age 
music? 

Eddie Cejvan, who made the 
fatal mistake of not putting his ad¬ 
dress on his letter, spotted an 
Amiga in a brochure for Advance 
Removals and Storage. He photo¬ 
copied the brochure and, indeed, a 
couple of guys in removalist garb 
are packing up a photocopier and 
an A2000. 

He also sent a glossy brochure 
advertising Tony O’Connor and his 
personal brand of high-selling mu¬ 
sical Valium, but we’re pleased to 
say that what looked vaguely like 
an Amiga 1200 in the background 
of one photo has its mouse plugged 
in in the wrong place - so it’s defi¬ 
nitely an Atari. Phew. 

Verse and worse 

Nick Loncar of Perth, WA, 
spotted a 1084 on the ABC kids 
show Sky Trackers, and included a 
three verse work of poetry (creat¬ 
ed, he admitted, under the alflu- 
ence of incahol). We won’t subject 
you to his creative outpourings, 
only our reply: 

A fellow once hoped to reverse 

His poor fortune by writing in verse 

But it saddened the wag 

When he read in the mag 

'We’ve had that one!" Crushing, yet terse. 

Dino show 

Paul Shandi of Dee Why, NSW, 
was watching "Steven Spielberg’s 
Dinosaurs" on the ABC and, dur¬ 
ing a segment on computer anima¬ 
tion, there was a cut to a guy using 
DPaint. He faxed us his spotting 
mere minutes after the program 
finished, and was hopeful that his 
promptness would lead to a free 


sub. His hopes will remain unful¬ 
filled. 

Between the Lines 

Tom Heeren was watching 
"Between the Lines" on channel 7 
on the 22nd of June, and sighted a 
1942 monitor showing spreadsheet 
or accounting data in a hotel of¬ 
fice; he didn’t see a computer, but 
only Amigas are saddled with 
1942s. Norm Goodall of Ambar- 
vale, NSW and Thomas Gallagher 
from Normanville, SA watched the 
same show on a different night and 
saw Tony setting up a security sys¬ 
tem in a safe house - with one shot 
clearly showing an unopened 
Amiga box on a table. Tony Parr of 
Largs Bay, SA, is another Between 
the Lines Amiga-hunter, and saw 
the safe house too, with many 
Amiga boxes, a possible 1200 and 
then shots of security camera video 
on Commodore monitors. 

It’s the sub, isn’t it 

Quite a lot of people obviously 
watched the Batman Forever mak- 
ing-of program on Channel 7 on 
the 5th of July, which featured an 
A4000 being used to generate the 
pictures of the Batsub. Greg 
Munro of Willoughby, NSW, how¬ 
ever, sent us a fax that very day, 
and so he wins... a mention in the 
column. I crack myself up, really I 
do. 

Vietnamese Stock 
Exchange! 

Peter Jones of Wellington, NZ, 
was watching a 60 Minutes report 
on the reconstruction of Vietnam 
and saw a shot of a new invest¬ 
ment house, containing among oth¬ 
er things a man typing on an 
A1200, with the cardboard box it 
came in clearly visible. 

Close, but no banana 

Shane Sodeman of Para Vista, 
SA mentioned NWS 9 in Adelaide, 


which uses an animation featuring 
DPaint morphing (yecch) in the in¬ 
tro to Here’s Humphrey. Adelaide 
public TV station ACE TV regu¬ 
larly shows "Amigamation", which 
features 2D animations from local 
primary schools, and apparently 
will soon be broadcasting "Silicon 
Motion", which Shane bills as "a 
professional, Amiga based intro¬ 
duction to the world of animation". 
Shane also mentioned the Amiga 
animations on Play School, Lift 
Off, Sesame Street and Mulligrubs, 
all of which we knew about but 
which cast continuing doubt on the 
viewing habits of Amiga spotters. 

We might have given Shane 
something for this lot (he spotted 
the making-of-Batman Amiga ref¬ 
erence too), but he said the Amiga 
was used in Babylon 5 and 
SeaQuest DSV (correct), all the 
Robocop films (wrong - just an 
Amiga face on the bad guy in 
Robocop II) and Earth 2 (wrong - 
Macintoshes). So Shane gets squat. 

Blue striped apron job 

Shaun Hastie of Alice Springs, 
NT, spotted a severely butchered 
A500 in the Alice Springs Mitre 
10. The machine was installed in a 
custom case with a car radio cas¬ 
sette (!) built in and hooked to the 
audio in of the Amiga’s RF modu¬ 
lator, which by means of wiring or, 
more probably, a video sender 
transmitted blocky pictures, text 
scrollers and so on, backed with 
the sound of the local radio station, 
to TVs around the store. According 
to Shaun, the machine looked quite 
professionally put together, but as 
far as I’m concerned it doesn’t 
matter how shiny the bowl is, it’s 
still a dog’s breakfast. 

Nonetheless, this is a truly off- 
the-wall sighting, and I’m not daft 
enough to get a crocodile-wrestling 
Territorian Amiga user angry with 
me, so I’ll accede to Shaun’s re¬ 
quest and give the man a free sub. 
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Drive your CD-ROM 

with AsimCDFS 


By Daniel Rutter 

I I last looked at AsimWare’s 
AsimCDFS CD-driving software 
in the September 1994 issue, and 
now it’s gone up a version and 
been considerably enhanced. Be¬ 
forehand, this was just the easiest 
to install, most generally reliable 
Amiga CD-ROM filesystem - far 
ahead of the fiddly, temperamental 
PD alternatives. Now it contains 
quite a number of what I can only 
call Exceedingly Spiffy Features 
No Home Should Be Without. It’s 
not perfect, but it’s as close as I’ve 
seen on any desktop PC. 

Time out! 

Following is a brief explana¬ 
tion of what AsimCDFS is and 
does, for them as don’t know, and 
also some other info about the flo¬ 
ra and fauna typically found on a 
CD-ROM. If you’re one of them as 
does know all this, skip to the next 
heading and continue your perusal 
of this article. 

A CD filesystem is the thing 
that sits between your CD-ROM 
drive and your operating system. 
The filesystem is responsible for 
making the CDs comprehensible to 
AmigaDOS, so you can read the 
files on them, at the very least, and 


also play audio discs. Good CD 
filesystems also let you tinker with 
Photo CDs. Without a CD filesys¬ 
tem, your CD-ROM drive does not 
work. 

Photo CD is a special subvari¬ 
ety of the standard ISO 9660 for¬ 
mat CD-ROM. Photo CDs can 
contain data other than that speci¬ 
fied by Kodak, the inventors of the 
standard, but they have a few fea¬ 
tures in common. They contain a 
directory called PHOTO _ CD, 
which contains a thumbnail image 
file for previewing the pictures. 
This directory contains another di¬ 
rectory, called IMAGES. This 
holds all of the Photo CD files 
themselves, which have to be 
called IMG0001.PCD, IMG0002. 
PCD and so on. 

Photo CDs were originally, 
naively, thought to have some ap¬ 
peal to the home market, but since 
people don’t want to buy a $1000 
Photo CD player and plug it into 
the TV to view their happy snaps, 
they have instead entrenched them¬ 
selves solely in the professional 
computer imaging domain. Photo 
CD is an excellent, well-accepted 
storage medium for high grade 24 
bit images, and AsimCDFS sup¬ 
ports it very well indeed. 


Installation 

Installing AsimCDFS is as easy 
as ever. Naturally, it uses the Ami¬ 
gaDOS Installer utility, and au- 
todetects your drive once you tell it 
the controller. You can change 
drive specifications by hand, but I 
don’t know why you’d need to. 

A hint as to the capacities of 
the system is given by the fact that 
you can install AsimCDFS onto a 
(suitably expanded) CD32. Now, 
why would you want to install a 
new CD filesystem onto a machine 
which already has CD support in 
its very hardware? Read on, 
Grasshopper. 

Photo CDs 

In days of yore, I was happy 
enough just reading a Photo CD 
like any other CD-ROM and load¬ 
ing files from it into a dedicated 
Photo CD viewer. All This Has 
Changed now that I’ve played with 
AsimCDFS 3.0. It lets you view a 
Photo CD normally if you’re nos¬ 
talgic, but you can also view it via 
a funky filesystem tweak that lets 
you see a device with five directo¬ 
ries in it, for the possible Photo CD 
render resolutions from 192x128 to 
3072x2048 (an improvement on its 
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This file big enough for you? 


previous maximum res). Open a 
drawer and AsimCDFS goes to 
work, rendering the images as 
thumbnail icons, which you can se¬ 
lect to have as many colours as the 
screen or be rendered to more or 
less if you like. 

Pretty nice so far - now here’s 
the clincher. The Photo CD images 
are converted on the fly, as you 
load them, to 24 bit IFF - as far as 
your applications are concerned, 
that’s what they are. Forget forever 
special Photo CD loaders; anything 
that can load IFF24 can now load 
Photo CD. 

Given this ability, the only rea¬ 
son to view a Photo CD disc the 
old-fashioned way is if it’s been 
assembled by turkeys who don’t 
know what the Right Way to do it 
is. I tried out such a disc, which 
certainly did have Photo CD for¬ 
mat image files on it, but had the 
wrong directory names, the wrong 
file names and even the wrong disc 
format - Mac HFS instead of ISO 


9660! Now, AsimCDFS has a 
Force Photo CD option that makes 
it recognise Photo CDs that aren’t 
quite right - but this one wouldn’t 
pass for a Photo CD if glanced 
fleetingly from a moving car in the 
rain at midnight, and it was back to 
the old way. 

The perfect digitiser 

Many recent CD-ROM drives 
can transfer audio data straight 
down the SCSI or IDE bus. This is 
a Very Very Cool Feature in and of 
itself - it lets you use your CD- 
ROM drive to sample audio CD’s 
with perfect 16 bit accuracy - but 
Asim’s take on the feature makes it 
even better. 

When you stick an audio CD 
into your CD-ROM drive, you get 
a choice. You can leave it as inac¬ 
cessible to AmigaDOS and just 
play it with the AsimTunes utility 
(see below), or you can mount it in 
a different way and have access to 


each track as a monster file, in sev¬ 
eral formats. There’s CD Digital 
Audio format in least significant or 
most significant bit first formats 
(little-endian or big-endian), the 
universally accepted AIFF stereo 
or separate left and right, and even 
MAUD, the format used by the 
MacroSystems Toccata card. 

Each track file is just that - a 
file in a directory on a device. 
Copy it where you want it. Invest 
in the PD utility SOX and you’ll 
be able to convert your CD sound 
into any format you like. Groovy. 

Of course, this only works if 
you’ve got the right flavour of CD- 
ROM drive. My year-old NEC 3X 
seemed to almost but not quite 
support audio transfer. It looks like 
being the current equivalent to 
multisession Photo CD compatibil¬ 
ity a couple of years ago - nowa¬ 
days every new drive’s got that, 
and audio transfer ought to follow 
the same path if it’s not blocked by 
nervous record companies unkeen 
on the idea of every geek in the 
world being able to rip off their 
music willy-nilly. 

Playing CDs 

There’s only one change to the 
AsimTunes CD player application 
that I could find. There’s an Amiga 
Audio option, which lets suitable 
drives (see above) pump the audio 
data to the computer and converts 
it to 8 bit Amiga sound, chomping 
mondo CPU time in the process. 

It still lets you build a database 
of your CDs so you can pick tracks 
from a list on-screen, the music 
search still doesn’t work on my 
NEC 3X drive (which evidently 
doesn’t support the command), and 
it’s still quite ugly. Who cares; it 
works. 

Raw Data 

Another cool feature. The Asim 
DiscChanger utility, which is used 
both to switch discs in CD-ROM 
stackers and to select different ap- 
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proaches to a single disc, can op¬ 
tionally let you read raw sectors. 

When you do this, Asim does 
not present you with a dumb 
sector-editor thingy. It sticks to the 
lead it established in the audio and 
Photo CD departments, and simply 
lets you see the disc as a volume 
containing one ultra-humungous 
600+ megabyte file. Copy the file 
to hard disk, and you have an im¬ 
age file that can be sent straight to 
a CD-ROM writer to make you a 
copy of the CD. Easy as that. You 
could even move the data straight 
from CD-ROM to CD-writer, but if 
one or the other hiccupped and 
glitched any time in the 60 minute 
(for double-speed) write, you’d 
have wasted a $35 CD-R disc. 

If you want to manipulate raw 
sector data, though, you’re going 
to need an appropriately vast blast¬ 
ed wasteland of hard disk space 
and file manipulation tools that 
don’t gag on an input data stream 
the size of New Zealand. There’s 
no built in way to extract a small 
chunk of a disc. Live with it. 

CD32 compatibility 

There had to be something 
about this package that didn’t 
work, and the CD32 emulation is 
it. I’ve played with CDBoot, a 
package that aims to do the same 
thing (CD32/CDTV titles running 
on an appropriate CD-equipped 
AGA/ECS Amiga), and it did it re¬ 
ally simply. Install, insert disc, re¬ 
boot, say yes in the requester, 
bingo. 

AsimCDFS’s version was more 
like install, tinker, try, crash, tin¬ 
ker, crash, fiddle, fiddle, read, 
read, read, guess, crash, etcetera. 
The Amiga Review Test Team (my 
mate Mark and I) eventually got 
Zool running OK, but it was a big 
hassle and not elegant at all. If you 
want to run CD32 titles on your 
1200/4000 or CDTV stuff on your 
ECS Amiga, get CDBoot as well 
as AsimCDFS. In any case, you’ll 


need Workbench 3.1 for best re¬ 
sults. 

Elderly CD 

While I’m whinging, AsimCD¬ 
FS still comes with the FishMarket 
CD-ROM in the bundle. Now, this 
was a fine bonus a year ago, but 
Fish disks 260 to 1000 are getting 
rather long in the tooth these days. 
Could come in handy, but with the 
Amiga world well supplied with 
cheap Aminet discs I’m not en¬ 
tirely sure how. 

Documentation 

AsimCDFS’s manual is almost 
very good. If it had an index and 
covered all of the program features 
- like the file buffering system - 
it’d be great. As it is, it’s enough to 
get you going without much puz¬ 
zlement, and it contains much in¬ 
teresting technical information. 


Overall 

This is, almost exclusively, a 
class act. Nothing else gives you as 
elegant a way of playing with 
Photo CDs or manipulating audio 
CD tracks (there are a couple of 
freely distributable utilities for au¬ 
dio grabbing, but they’re far be¬ 
hind AsimCDFS), and nothing else 
at all lets you raw-read CDs. The 
CD booting’s not great, the CD 
player’s ugly and the bundled disc 
has some cobwebs, but this is no 
big deal. All of the important bits 
are very well thought out and cod¬ 
ed -1 shan’t go into the mutinae of 
configuring AsimCDFS and shunt¬ 
ing discs about but trust me, it 
can’t get much easier. If you’ve got 
a CD-ROM drive on your Amiga, 
get this now. 

Contact NatDisc on (02) 544 
1873. $99.99. 

□ 



-LiSJJS. 
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Photo CD interfaces don’t come much simpler. 
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ShapeShifter 

First Impressions 


By Mark Fairbairn 


I After my Amax IV article last 
month, I couldn’t wait for a look at 
ShapeShifter, a new shareware 
software-only Mac emulator 
available from Aminet on the In¬ 
ternet, and of course subsequently 
from lots of other places. From the 
feature list, I couldn’t help but 
compare it to Amax IV, and the 
registration price is just $US40, 
compared with probably, well... 
lots, counting all the upgrades I’ve 
paid to ReadySoft over the last few 
years. 

ShapeShifter features 

• Up to 256 colors on AGA 
Amigas (16 colors on ECS) and 24 
bit on graphics cards (Picasso-II, 
EGS and CyBERgraphics cards are 
supported). 

• No MMU required - runs on 
an A1200! 

• Macintosh hard disks can be 
simulated in Amiga files or Amiga 
hard disk partitions - though the 
unregistered version has no hard 
disk partition support. 

• You can use Amiga floppy 
drives, serial, parallel and SCSI 
ports from the Mac side - though 
the unregistered version doesn’t 
support SCSI. 

• Mac HD disks can be read di¬ 


rectly with a HD floppy drive, Mac 
720K disks in a standard Amiga 
drive - but you can’t read Mac 
800K disks. 

• Multichannel sound output 
and parallel port sound digitisers 
supported. 

• Text clipboard sharing be¬ 
tween Mac and Amiga. 

• File handler to access Macin¬ 
tosh volumes from the Workbench 
-just like PC-Task. 

• Speed close to a real Mac 
with equivalent hardware. 

Unlike the original Amax, 
ShapeShifter won’t run on a 68000 
- you need at least an 020. If 
you’re planning to emulate a mod¬ 
ern Mac on a 68000, you’re head¬ 
ing down the wrong path anyway. 

Still talking speed, if you’re 
used to one of the older Macs - 
Mac Plus, Classic, LC or LCII - 
Amax and ShapeShifter will seem 
at least as good as the real thing, 
even on a modest processor. And if 
you’re used to using a Mac with a 
tiny built-in monitor, Amax or 
ShapeShifter at least "feels" like a 
real computer. If you’re used to a 
later Mac, though, you’ll need a 
seriously fast Amiga to keep up us¬ 
ing an emulator. 

As I don’t have ShapeShifter 


registered, I was unable to access 
the SCSI bus to create a real parti¬ 
tion and was forced to set up a file 
partition, which makes file access 
slow - dreadfully slow at times. 

Copying the MAC ROMs 

The first thing you need to do 
when installing ShapeShifter is 
copy the Mac ROMs to a file for 
ShapeShifter to access. 

The Shapeshifter archive con¬ 
tains a utility called SaveRom, 
which is actually a small Macin¬ 
tosh program which reads and 
saves to disk an image of the 
ROMs. 

You just have to get this pro¬ 
gram across to the Mac and con¬ 
vert it from macbinary format; as I 
already have Amax IV, which 
comes with quite a good program 
to transfer files between the Amiga 
and Mac operating systems, I used 
this program with the binary file 
conversion option selected. There 
are other ways of doing this of 
course, but this was the easiest and 
quickest for me. 

There are many different ver¬ 
sions of the Mac ROMs, which I 
didn’t know until now, but there 
are several versions that have been 
tested successfully with Shape- 
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“You’d 
haveto be out 
of your mind not to 
at least evaluate 
ShapeShifter 


Information iiber das ROM 
120 

Sub-Uersion: 96 

Grofle: 1686408K 

Dieses ROM ist fllr ShapeShifter 
NICHT g^eignet. 

IRbbrechen 

i. J 

Figl 


ShapeShifter Settings Main Menu _ | EE31 OS 

_ Graphics... _ j 

Volumes/Disks,.. 

Eloppys... 

SCSI... 

Memory... (p) 

Serial... 

_ Network... _I 

Miscellaneous... 

Stad. | Save | Exit | 

Fig 2 


| Speichern 


Shifter. I first tried the SaveRom 
utility with Amax IV running the 
Mac OS and received the message 
"Dieses ROM ist fur ShapeShifter 
NICHT geeignet" (Fig 1), which 
basically means "try another com¬ 
puter with a different version of 
the ROM chips." I fortunately have 
access to quite a few Macs. I found 
four different ROM versions on the 
various computers at work, al¬ 


though the SaveRom utility would 
not work on any of the Macintosh 
Classics - and the docs didn’t say a 
word about it. I have my own set 
of ROMS in my Amax card, so 
there are no legal problems there. 

The latest version of Shape¬ 
Shifter at the time of writing is 
3.0b. There have been many bug 
fixes and additions since version 2; 


I didn’t have much success at all 
with the previous version. 

Comparison with Amax 

After loading ShapeShifter you 
are presented with the options 
menu (fig 2) where you set up your 
partitions, memory configuration, 
serial port drivers and so on. It’s 
harder to get ShapeShifter to work 
than Amax; you’ll definitely need 
to read the docs to find out what 
you need to run for your particular 
computer/CPU/FPU combination. 

Despite this, getting Shape¬ 
Shifter going isn’t that difficult. 
Once the Mac OS is installed, a 
quick check of the "About this 
Macintosh.." option shows that the 
OS thinks it’s running on a Macin¬ 
tosh Ilci (fig 3). 

So far I’ve tried Claris Works, 
Ready Set Go! and SuperPaint on 
ShapeShifter - all worked per¬ 
fectly. Since I wrote the article 
about Amax, I’ve found one pro¬ 
gram that doesn’t work properly 
with Amax IV - McCAD PCB 
v3.2. I assumed because it was so 
old (1987) it was not compatible 
with the System 7 Mac OS - but it 
worked perfectly under Shape¬ 
Shifter. 

I ran the same speed test pro¬ 
gram I did with Amax IV, and re¬ 
ceived exactly the same results. 
But this doesn’t mean 
ShapeShifter’s as fast as Amax. If 
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you select more than two colours 
the system slows right down; the 
more colours the slower it be¬ 
comes. If you want colour for your 
"Mac", be ready for a long wait for 
screen refreshes. Combined with 
the slow file partition, this really 
bogs the system down. If you only 
use two colours for the Mac 
screen, I guess you could put up 
with the file partition if you’re not 
using Mac software a lot. 

The big question 

Would I buy ShapeShifter or 
Amax today? Well, I’d definitely 
register ShapeShifter first to find 
out how it performs when it’s not 
hindered by the file partition. 
Colour is just too slow to use (on 
my 4000/030/882), although the 


money you save by not buying 
Amax would go a fair way towards 
a graphics card! From what I’ve 
read on FidoNet, it seems that if 
you have a graphics card you 
won’t have the speed problem. As 
I don’t have a graphics card, I can’t 
confirm or deny this. 

I’ve also found ShapeShifter to 
still be slightly unstable, with the 
Mac OS occasionally falling in a 
heap. But that could be related to 
all the junk I have running at the 
same time. Nevertheless, the au¬ 
thor appears to be providing a lot 
of support and regular updates to 
his program (unlike ReadySoft) 
and it is, I believe, worth every 
cent of the shareware fee. If you’re 
seriously considering Emplant or 
Amax, you’d have to be out of 
your mind not to at least evaluate 


ShapeShifter. It could save you a 
lot of money if you’re satisfied 
with reasonable speed in two 
colours or if you’re lucky enough 
to already have a graphics card. 

Every Amiga owner should 
have this program installed on 
their hard drive, even if it’s only to 
show off what the other computers 
can’t do. 

□ 

To get your copy of ShapeShifter 
call Storm Front Studios on (02) 
557 4266. ShapeShifter is on 1 
disk for $5. 
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DKB Replies 

After reading the article by Daniel 
Rutter, "Budget A1200 Accelerators", 
I have found it somewhat misleading. 
First off, Mr Rutter is comparing a 
"memory expansion board" 
(RCA 120), which is most definitely 
not an accelerator, to accelerators. As 
for the TRA1200 and the Cobra 28 
(020 board and 030 board 
respectively), Mr Rutter appeared to 
have spent much of his review in 
doing and writing about AIBB’s 
MemTest; while this is a good test to 
show memory speed, it misreads the 
effectiveness of 030 cache and burst 
modes. In real world applications you 
will generally get best performance 
with both caches on and instruction 
burst also on, but MemTest won’t 
reflect this. We are currently trying to 
contact the author of AIBB to see if 
we can get this and other problems 
fixed. One spec does not make a 
benchmark. 

What Mr Rutter should have done 
was render an image through one of 
the many animation programs or do an 
overall test on each board. An end 
user would be greatly misled by 
someone just showing them one spec, 
when as I am sure you are aware, the 
end users are more concerned with 
how much faster this board is going to 
be in their machine! 

The Cobra is also capable of 
loading ROM into fast RAM, which 
the 020 board cannot do unless the 
manufacturers provide a special 
program for the purpose. 


I also read that Mr Rutter 
recommends the TRA1200 over the 
Cobra because most people don’t need 
more than 8Mb of memory and if you 
need a SCSI controller the end user 
can get the Squirrel product. While all 
that may be OK to Mr Rutter, it may 
not be OK to the end user who has 
that board with 8Mb, because any 
PCMCIA device will take up a 4Mb 
space, and now that end user has only 
4MB - what a loss! It has also been 
rumoured that the Squirrel is 
incompatible with the TRA1200, 
something I would have hoped Mr 
Rutter had checked out. 

Also, DKB is pleased to be able to 
further reduce the price of the Cobra 
28. Please contact your local 
DKB/Peripheral World dealer for an 
irresistible deal. 

Jerry Prudden , 

DKB Software 

Daniel Rutter replies: I realise that 
the RCA120 isn't an accelerator, and 
nowhere in the article did I represent 
it as such. But adding fast RAM to 
your A1200 does make it noticeably 
faster, and it's been a popular option 
for cash-strapped Amiga users, so I 
thought it was a good idea to include 
it in the comparison to indicate how 
much more speed you can get for not 
much more money, now that cheap 
"real" accelerators like the Cobra and 
TRA1200 are available. It's been 
brought to my attention that some 
misinformed people think RAM boards 
actually ARE accelerators - they're 
not. An accelerator has its own 
Central Processing Unit (CPU) chip, 
in the case of 1200 accelerators a 
68020 or 68030, on the board. 

As I said in the article, taking all 
of AIBB's benchmarks into account 
the Cobra 030 board was 93% of the 
speed of the TRA1200 - this is giving 
all of the tests equal weightings, 
though. Here, for the edification of the 
reading public, is the list of AIBB 
tests, with the winner for each one and 


the percentage margin it scored. All of 
the tests are done with 020 math and 
no coprocessor. 

(See Table) 

As you can see, the TRA is the 
winner on 14 out of 20 tests, not just 
MemTest. But it certainly is far faster 
as far as MemTest is concerned, and 
since MemTest measures the efficiency 
of memory accesses and transfers, I 
thought it might explain the overall 
slight loss the Cobra suffered; if the 
Cobra's RAM subsystem doesn't mate 
with the processor as well as the 
TRA1200's, that could explain the 
speed loss. I certainly did not say that 
Memtest was an indicator of overall 
performance; if I had, I would have 
said the Cobra was half the 
TRA1200's speed. 

I was interested by your assertion 
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that MemTest is unfair to 030s, and 
further tests bore it out. I checked the 
phenomenon out for myself on a stock 
25MHz A3000. Taking the 3000's 
speed with caches and bursts on as 1, 
its MemTest performance with caches 
and bursts off was 1.11 - as you 
suggest, faster. I got the same result 
when I had bursts on but not caches. 
However, when I turned bursts off and 
caches on, the result was 1.26! While 
this indeed shows how MemTest fails 
to accurately represent real world 
speed, it doesn't entirely account for 
the TRA1200’s 100% faster result. 

With regard to your preference for 
"real world " tests, AIBB's suite of 
benchmarks contains five that aren't 
just low-level mathematical twiddles. 
TGTest and EllipseTest were both won 
handily by the TRA, it won BeachBall 
and FTrace by a significant margin, 
and it won by a hair on EmuTest. 

With regard to the 
TRA1200/Squirrel question, you are 
quite right and I was quite wrong. If 
you're using a PCMCIA device and an 


Test 

Winner 

Margin 

(%> 

EmuTest 

TRA 

4 

WritePixel 

TRA 

30 

Sieve 

Cobra 

8 

Dhrystone 

Cobra 

7 

Sort 

Cobra 

19 

EllipseTest 

TRA 

23 

Matrix 

Cobra 

8 

IMath 

Cobra 

4 

MemTest 

TRA 

101 

TGTest 

TRA 

24 

LineTest 

TRA 

20 

Savage 

TRA 

9 

FMath 

TRA 

14 

FMatrix 

TRA 

8 

BeachBall 

TRA 

10 

InstTest 

Cobra 

10 

Flops 

TRA 

11 

TranTest 

TRA 

10 

FTrace 

TRA 

9 

CplxTest 

TRA 

4 


8Mb TRA1200, half of your memory 
will be "covered" by the PCMCIA 
gadget, and inaccessible. The DKB 
030 can access a larger memory 
space than the 020, and so doesn't 
have to use the RAM area blocked by 
PCMCIA. And, indeed, the Squirrel 
appears to be incompatible with the 
TRA, which renders the whole 
question somewhat academic and is a 
considerable strike against the TRA. 
Unfortunately, I did not have a 
Squirrel handy while testing the 
boards. 

The reduced price on the Cobra 
28MHz accelerators hasn't yet 
percolated through to Australia, but 
Peripheral World (03 9725 3233) says 
that when it does, they'll be around 
$20 cheaper. 

Constructive criticism 

It’s great to see that Amiga 
Review has survived the "Dark Ages" 
of Commodore and, now that the 
takeover is settled, things are looking 
better for all. 

I have been buying your magazine 
since the mid 80s and in that time 
have seen a big change in computer 
magazines. There has been a trend 
away from catering for the 
enthusiast/hobbyist, to catering for 
newer computer users. Many of these 
new users think of their computers as 
being another household appliance 
like a washing machine or VCR, or a 
status symbol to parade before guests 
but not use all that much after the 
novelty wears off. 

Amiga Review has generally not 
been part of this trend, but I feel that 
some areas need attention if it is to 
remain as "the" Australian Amiga 
magazine. 

Your recent survey shows that 
readers have quite a large interest in 
games. Not surprising, except for the 
fact that games coverage in your mag 
has dropped considerably in the past 
12 months. 

This figure would be much higher 


under normal circumstances, but I am 
sure you have dropped a lot of readers 
who previously enjoyed your games 
columns. 

I know that there are not many 
new releases lately, but fames fans 
don’t care if a game is old or new and 
articles on classic Amiga games that 
are currently available locally would 
be well received and would increase 
sales for many of your advertisers, 
too. Get someone who is enthusiastic 
and knowledgeable about all types of 
Amiga games, give them 6 or more 
pages and watch the circulation 
figures climb! 

If the idea is that games content 
lowers the tone of the magazine, then 
consider this - cutting down or 
excluding programming articles 
because they appeal to a minority is 
tabloid mentality. 

In fact, if you add up the reader 
survey results for C, AMOS, Blitz, 
CanDo and Assembler, it shows a 
greater interest in programming than 
in desktop publishing. 

Programming articles need not be 
in serial form. One off articles on how 
to get started in C or Assembler, info 
on the lesser documented memory 
ares and so on would be a good idea. 

In the 80s many kids knew enough 
about programming to at least get a 
sprite on screen, and magazines like 
yours played a big part in passing this 
on. 

Devoting space to games and 
programming gives any computer 
magazine a more friendly, 
enthusiastic, knowledgeable and 
balanced image and goes, I am sure, a 
long way to ensuring a devoted and 
regular readership. 

Len Kaplan, 

Sydney NSW 

Ed: You've hit the nail on the head 
when you say there aren't many new 
game releases. And when new stuff 
DOES come out, local distributors for 
the software either don't exist in any 
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official sense (local stores import the 
software themselves) or don't stock the 
Amiga games anyway ; because they 
don't see the market as being 
significant compared with far larger 
PC sales. 

I'm not at all sure if people "don't 
care" about reading reviews of old 
software, but in any case it's just an 
academic consideration since old 
games are, practically by definition, 
NOT commercially available. There 
are plenty of "classic" Amiga games - 
genuine classics like International 
Karate Plus, F/A 18, Gauntlet, even 
good old Marble Madness - but you 
can't buy any of 'em. Plenty of piracy 
goes on, but we're certainly not going 
to encourage that. Contrary to the 
beliefs of some (many?) pirates, 
copyright doesn't lapse when 
production stops. Pirating unavailable 
games, while it may be easier to 
explain, is still illegal. 

Indeed, as you say, if you stick all 
of the reader survey scores for 
programming languages together you 
get a very impressive number. But all 
of these languages can't be 
represented by just one column or 
occasional article - you need a 
separate piece for each, and generally 
a pretty big one too, as programming 
articles tend to come with listings. C 
coders don't necessarily care about 
Assembler, and Assembler-heads 
certainly aren't likely to be overkeen 
on wussy systems like CanDo. 

This very issue of the magazine 
contains the last instalment of our 
AMOS 3D tutorial, the last 
programming tutorial we have 
planned. That tutorial is nine pages in 
length. If the reader survey's 
representative of our readership, only 
one in five people want to know about 
it at all - and not all of them have 
AMOS 3D anyway! Why not use the 
space for an article more people are 
interested in - on word processing, or 
animation, orcomms? 

Tutorials on getting started in 


programming are really simple, 
anyway. Here's one now: "To get 
started in Assembler, go and buy a 
book on basic Assembler." There are 
books on all the popular Amiga 
programming languages, and they do, 
in our opinion, a better job than 
magazine articles could manage. We 
just don't think a magazine can be all 
that good at teaching you to code. 

Oh, and the layout guys really 
HATE listings. 

Amiga user speaks 

I feel it necessary to write to you 
to express my views on the Amiga 
situation. I’m 15 and own a 
Workbench 2 Amiga 500. Having not 
been in this country for long, as I 
grew up in England, I am amazed at 
the attitude that people have about 
Amiga computers here in Australia. 
Most people have never heard of 
them, let alone used them. When I say 
"Amiga" they think I am talking 
Spanish, or they think that they are 
just heaps of junk with no use except 
for keeping the door open. This is 
probably because IBMs and Macs are 
the only real mainstream computers 
here. 

For instance out of 140 kids here 
in Australia I know 4 Amiga owners. 
In England I knew at least 10 Amiga 
owners out of just 28 people, let alone 
140. Even though most of these 
people were Amiga 500 owners and 
just played games, they loved their 
machines and would upgrade to 
another Amiga. 

I like Amigas because you can do 
so much on them for an affordable 
price. IBM owners I know do two 
things, play games and a do bit of 
word processing, this on $3,500+ 
Pentium systems with the lot. I have 
an Amiga 500 which is worth no more 
than $250 with a monitor, and I do 
everything on it, 3D rendering, 
desktop publishing, music, digitising 
and 2D graphics to a respectable 
quality, and manage to play excellent 


games as well such as Skidmarks, 
Pinball Fantasies and Sensible World 
of Soccer. It may take me a bit longer 
to do things, simply because of the 
age of the machine and lack of extra 
hardware (no hard drive) but I do get 
to do a wide range of things. 

Escom need to get those new 
Amigas into the shops quick, drop the 
price of the 4000 to compete with 
IBMs and have a decent marketing 
strategy all over the world to boost the 
Amiga up again. I believe that the 
4000 is the computer that can do the 
most for the Amiga generally, as it is 
fast enough to be taken seriously as a 
professional machine and is very 
expandable. Big software and 
hardware developers would look 
towards the Amiga in the future if 
there were enough professional 
machines. Wouldn’t a company like 
Microsoft or Adobe be a good thing 
on the Amiga with all of it’s 
capabilities! 

The Amiga deserves to be a 
mainstream computer simply because 
of its lovely working environment, 
and also because of its loyal band of 
followers. Keep up the good work on 
the magazine, it looks great! 

Chris Putnam , 

Eltham , Vic 

□ ’ 
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Expanding A600s, Part 38... 

I own an Amiga 600 with 1Mb 
of RAM, and I was thinking of up¬ 
grading it. I just read an ad in an 
Amiga mag that said I could up¬ 
grade my A600 to a tower for 
$US300. This gives me several ad¬ 
vantages, such as a detachable key¬ 
board, Zorro slots, room for inter¬ 
nal drives and even an internal mo¬ 
dem. The ad was in an English 
mag, and I was wondering when 
this deal would be available in 
Australia? Is it worth the money? 
Is RAM for Zorro slots cheaper 
than trapdoor RAM? What else 
can Zorro slots be used for, other 
than RAM? Can I put a SCSI inter¬ 
face in the tower? Will this disable 
access to my PCMCIA slot? 

What do the OS3.1 chips do? 
Does it make non-AGA Amigas 
able to run AG A software? Will 
there be one made for the A600? 
Why is the A600 the least ex¬ 
pandable Amiga ever made? 

Heath Whiteside, 

Bangholme, Vic 


nected to plug in a Zorro II card 
and can with extra wiring take sev¬ 
eral; the 600 has no such connec¬ 
tor ; so I’ve no idea what the box 
does. By the time it got here, you ’d 
probably be paying better than 
$600 for it anyway, or twice the 
value of your whole computer and 
then some, so I'm not sure about 
the value for money aspect either. 

Zorro II slots are the standard 
internal expansion connectors in 
the Amiga 2000. The 3000 and 
4000 have the faster Zorro III 
slots, as well. You can put any 
number of different types of expan¬ 
sion board, including SCSI cards, 
in a Zorro slot - it's better to list 
the things you CAN'T put in them. 
You can 't put some video boards in 
Zorro slots (they have to go in a 
video slot); neither can you put ac¬ 
celerators in them (CPU slot). I 
have no idea if the PCMCIA socket 
would still work in the tower box. 

OS 3.1 is just an operating sys¬ 
tem upgrade - it gives you the lat¬ 
est version of AmigaDOS. It does 
not change your graphics chips, so 
if you've got an OCS (Original 
Chip Set, the oldie) or ECS (En¬ 
hanced Chip Set, a bit better) ma¬ 
chine, it'll still be the same under¬ 
neath - just better packaged. You 
can put OS3.I into your 600 - you 
need the Amiga 2500 3.1 pack. 

And the A600 is the least ex¬ 
pandable Amiga ever made be¬ 
cause Commodore felt they had to 
do something about the embarrass¬ 
ing popularity oftheA500. 


Dr Help: I've never heard of 
this expansion box, and I haven't 
the vaguest conception of how it 
could connect to the A600 mother¬ 
board. You can get A1200 and 
A4000 expansion towers in Aus¬ 
tralia - they're rather expensive - 
but I don't think anyone has plans 
to import an A600 version. There 
are various A500 expansion de¬ 
signs, too, which all use the fact 
that the A500 side expansion con¬ 
nector has all the right wires con- 


A2000 expansion 1 

My trusty 1988 A2000HD has 
an A2630/68882 accelerator, 1Mb 
chip and 6Mb fast RAM (2Mb on 
each card - accelerator, hard disk 
controller and 8Mb RAM expan¬ 
sion board), OS 3.1, 52Mb Conner 
HD, 170Mb Quantum HD and 
1084S monitor. Question time. 

Can you run AGA software us¬ 
ing a 24 bit graphics card (Picasso 
II) and improved monitor with a 


2Mb DKB MegaChip board and 
OS 3.1, or is an A1200/A4000 the 
only way? 

What type of RAM do I need to 
fill up the 8Mb RAM card (it’s a 
standard Commodore card)? 

If I get a DKB MegaChip, can I 
have more than 9Mb fast RAM? 

Will there ever be an AGA up¬ 
grade/video card (zorro II slot?) for 
the older machines? Will a third 
party ever design one? 

Shaun Hastie, 

Alice Springs NT 

Dr Help: If you 're running soft¬ 
ware that uses screenmodes prop¬ 
erly, and your graphics card also 
works according to Commodore 
spec, then you can run programs 
on graphics card screens for 256 
colour or even 24 bit displays. So, 
for example, running your word 
processor on a 256 colour graphic 
board screen should work fine. You 
don't even need a 2Mb chip RAM 
expansion - graphics cards have 
their own graphics memory on 
board and so 2Mb of chip becomes 
largely irrelevant. A better moni¬ 
tor 's a must, though. 

Unfortunately, AGA games 
generally don't stick to specifica¬ 
tion - the bad old days of non-DOS 
hardware-bashing games are far 
from gone - and there's little 
chance of them working. 

A "normal" A2000 can't have 
more than 9Mb of RAM, but you'll 
be pleased to know that your ma¬ 
chine isn't normal! The standard 
A2630 could only take a maximum 
of 4Mb of RAM. There was, how¬ 
ever ; an expansion board made by 
DKB that plugged into what's usu¬ 
ally referred to as "the funny look¬ 
ing connector" on the later model 
A2630s, and let you add up to an¬ 
other 112Mb (!). Good luck finding 
one of those boards, though. 

If you can't get a DKB ex¬ 
pander, taking the A2630 to its 
4Mb plain RAM maximum (the 
DIP RAMs it uses should still be 
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available, and pretty cheap) will 
give you 9Mb overall in your cur¬ 
rent configuration - but half of 
your fast RAM will be only 16 bit. 
You want 32 bit RAM for your ac¬ 
celerator to run at maximum 
speed; at the moment you've got 
2Mb of it on the accelerator itself, 
but if that RAM gets filled your 
machine will suddenly start run¬ 
ning much slower. 

For a more elegant and expen¬ 
sive solution, you could scrap your 
RAM board, accelerator and hard 
disk controller - with RAM on 'em 
you'd be able to get a few pennies 
for them, even the RAM board - 
and grab yourself a second hand 
GVP Combo board from some¬ 
where. You'd have a faster SCSI 
controller, a faster CPU, room for 
8Mb of 32 bit RAM (on those an¬ 
noying GVP SIMMs), and a couple 
more free slots. You existing drives 
would work fine. 

If you get a MegaChip board, 
your fast RAM limit stays exactly 
the same, but you've got an extra 
megabyte of chip RAM under it. Of 
course, as I've said, if you get 
DKB's old 2630 expander, you can 
have tons and tons of fast RAM. 

Making an AGA upgrade card 
for older Amigas is like putting a 
V12 engine into a Morris Minor. It 
can, theoretically, be done, but by 
the time you've done it all you've 
really got is a facade with all new 
machinery behind it. This is why 
nobody's ever going to do it. You 
can get a 24 bit graphics board for 
your 2000, and that's as good as 
it's going to get. 

A2000 expansion 2 

I have a pretty stock A2000, 
and I’ve decided to upgrade. The 
problem is, where do I start? I un¬ 
derstand that there is something in 
the Feb ’94 issue about upgrading 
a 68000 CPU to a 1200, so I or¬ 
dered that. But I’d still like some 
first-hand advice as to the first 
steps I should take. I’ve got a stan¬ 


dard 7MHz 68000 processor, 
52Mb SCSI hard drive, 1084S 
monitor and two nearly dead flop¬ 
py drives. 

Mathew Maher ; 

Albany WA 

Dr Help: The article in the 
February 1994 Amiga Review was 
about the experience of scrapping 
one's old 68000 machine and buy¬ 
ing a 1200 - not transforming an 
old Amiga into a new on. That's 
not possible. 

After disappointing you with 
that, you'll be pleased to know that 
I do have some useful advice. If 
Shaun Hastie decides to switch to 
a Combo board you could buy the 
stuff he takes out of his machine, 
but otherwise a Combo board 
could work for you too. If you're 
into pennypinching and classified- 
scanning then feel free to get a 
RAM board and accelerator sepa¬ 
rately, but a one board solution 
saves a lot of hassle. You could 
certainly do with a bigger hard 
drive - with 500Mb drives under 
$500, you've got to be a pretty 
poor computer hobbyist to be stuck 
with a 52Mb. You can, of course, 
keep using the 52 when you get a 
bigger drive - just as well, since 
you'd be lucky to get $50 for it. 

Also consider getting a flicker 
fixer and compatible monitor - a 
Commodore A2320 display en¬ 
hancer board should be dirt cheap 
if you can find it, and a cheap VGA 
monitor (and many nicer models) 
will work fine with it, giving you 
twice the screen resolution without 
the dreaded jigglevision. If you 
can't find an A2320, a Flicker Free 
Video board will cost more but do 
the same thing. 

Upgrading A500 

I have an A500 with WB1.3 
and a 2Mb memory upgrade 
(2.5Mb total), and I’m thinking 
about upgrading to Workbench 2 
or higher. I have a few questions 



about it before I decide which 
Workbench to go for. 

1) I know a lot of people rub¬ 
bish AmigaBASIC, but I find it 
easy to program and easy to debug, 
so it suits me. I know that Amiga¬ 
BASIC is a program like any other, 
but I’m not sure if it’s compatible 
with any or all of the Workbenches 
above 1.3. 

2) If I can use AmigaBASIC 
with the higher Workbenches, what 
resolutions will I have? 

3) Would I be able to run A600 
or A1200 programs if I upgrade to 
the same Workbench version? 

4) I have a switch which 
enables switching between 512K 
and 2.5Mb RAM; would it be pos¬ 
sible to switch between Work¬ 
bench 1.3 and a higher Work¬ 
bench? 

5) I know that without knowing 
what programs I have it’s difficult 
for you to tell me if I can run them 
on higher Workbenches. Nonethe¬ 
less, are some Workbench versions 
more compatible than others? 

Squiggle Hilton (well, thafs 
what it looks like on the letter), 
Arana Hills Qld 

Dr Help: As far as I'm con¬ 
cerned, people rubbish AmigaBA¬ 
SIC because it's rubbish. I feel safe 
in saying that nothing worthwhile 
has ever been written in it. Amiga¬ 
BASIC's a Microsoft product, and 
was obviously foisted on the Amiga 
community by Bill Gates to hobble 
the superior machine. If you must 
use it, it'll work on higher Work¬ 
benches pretty much just as it does 
on 1.3 - just move the files over - 
but please, please consider using a 
better BASIC, at least - Blitz, 
AMOS, anything. Please. 

If you upgrade to Workbench 2, 
you can run Workbench 2 software. 
The A600 has Workbench 2 as 
standard, but there's no such thing 
as "A600 software " per se; the set 
of software that runs on the 600 is 
contained within the set that runs 
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on any other Workbench 2 Amiga, 
and it's rather smaller 

The A1200 is different It runs 
Workbench 3, and you can get 
WB3.1 for your machine , but you 
don't have the AG A chipset and so 
programs which require the new 
AGA graphics modes will not 
work. Other software, though, will 
work fine; many applications can 
use AGA screenmodes if they're 
available but work fine, but with 
fewer colours, otherwise. 

You certainly can switch Work¬ 
bench versions; you need a ROM 
switcher board, available for $50 
or less from various Amiga 
dealers. 

The compatibility issue pops up 
whenever a new AmigaDOS ver¬ 
sion arrives; essentially, Amiga¬ 
DOS has lately been getting better 
and better at running most of the 
software most of the time. There 
was a pile of 1.x stuff that died on 
2.0, and every time an upgrade 
comes out there are a few more 
programs that fail to function, gen¬ 
erally because the programmers 
didn't write to correct AmigaDOS 
spec, but overall 3.1 works with 
more stuff than 2.04 did. 

Absolute beginner 
department 

I am a comparative novice, and 
desperately need your help. I have 
an Amiga 600 with external floppy 
drive and extra 1Mb RAM card. I 
thought I was good with written in¬ 
structions, but confess I cannot fol¬ 
low the supplied Workbench 2.1 
User’s Guide well enough to create 
a file. I get as far as Edit and pro¬ 
duce what I want to save, I even 
get the response on screen of 
"WRITING TO FILE XXXX" 
when I click on OPEN, SAVE or 
SAVE AS, and then absolutely 
nothing happens, whether or not I 
have the target disk inserted, 
whether or not I try to write/copy 
to and from RAM. Obviously, 
there is something I am doing/not 


doing. Can you please help me be¬ 
fore I give up in frustration and do 
nothing but play games? 

Dr Help: For a start, it looks 
like you 're using Ed, not Edit - Ed¬ 
it is the horrid line editor Amiga¬ 
DOS comes with, which no homo 
sapiens has ever used. If you've 
managed to make Ed say "writing 
to file..." when you click Open, 
you're really remarkably talented, 
but I'll overlook that too. 

How do you know "nothing 
happens"? If Ed says it's written to 
a file, it has. Try closing Ed and 
opening the file again - type "ed", 
then the name of the file, making 
sure you're looking in the right di¬ 
rectory. If Ed says it's making a 
new file, that means the file you 
asked it to open genuinely isn't 
there, either because it wasn't 
saved or because you're looking in 
the wrong place. 

AmigaGuide answer 

T. Grant of Semaphore, SA, 
might like to know that yes, it is 
quite easy to include coloured text 
in AmigaGuide documents, The 
following command sequences are 
used: 

@{fg <colour>} 

sets the foreground colour for text, 
and 

@{bg <colour>} 

sets the background. <colour> is 
any of the following keywords: 

text (text pen in Palette Prefer¬ 
ences) 

shine (bright edges) 
shadow (dark edges) 
fill (active window titlebars) 
filltext (active window titles) 
background (background) 
highlight (important text) 


Unfortunately, you can’t select 
a specific colour, like red. You 
have to stick with one of the above 
standard Intuition pens. And it on¬ 
ly works with the v39 and later 
editions of AmigaGuide (the one 
that runs through Multi View). 

If you’re, looking for the full, 
official AmigaGuide distribution 
with all the above information and 
more (including a darling little 
thing called a "transmogrifier"), 
it’s on Fish disk 870. 

Darren Foster ; 

Seaview Downs SA 

Absolute Beginner 2 

Will you please (preferably in 
words of one syllable) explain how 
to make a Read Me file. I wish to 
put this into DPaint version 4.1. I 
use Directory Opus 4 (it frightens 
the hell out of me) and CygnusEd. 

I have an A2000 with 2Mb chip 
RAM and 2 fast running WB2.1. 

Also, is this machine worth ex¬ 
panding with an accelerator? 

F. B. Brownlee, 

Auckland NZ 

Dr Help: Make your text file 
with CygnusEd, and save it where 
you want it with whatever name 
you like, after setting the Icon Cre¬ 
ation option in the first Environ¬ 
ment menu to on (ticked). You'll 
now have a file with an icon, and 
the default tool ":ced", which is 
not very useful. Click the icon once 
from Workbench and select the In¬ 
formation option from the Icon 
menu. Change the ":ced" in the 
Default Tool: box to the name of 
some other text viewer - in a de¬ 
fault setup, use the Commodore 
viewer More. 

In answer to your second ques¬ 
tion, your machine certainly is 
worth accelerating - see the previ¬ 
ous questions from A2000 owners! 
It's just a matter of what you can 
afford. 
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Directory Opus 
Update 



Review 


By Daniel Rutter 


I Since I looked at the latest ver¬ 
sion of Directory Opus, in the May 
1995 Amiga Review, the pro¬ 
gram’s been updated to v5.11. It’s 
an update worth having. 

Whaddaya get? 

Opus now comes with two ex¬ 
tra packages created by third party 
developers. There’s an Opus 5 ver¬ 
sion of LhADir, which lets you use 
archives like directories in every 
respect, including adding and re¬ 
moving files - though you have to 
set up separate archive file opera¬ 
tion buttons for this. The buttons 
are included with the package, of 
course. 

Another spiffy inclusion is a 
load of Magic Workbench icons 
for Opus buttons and devices, so 
Workbench narcissists can make 
their dirutil blend in with the rest 
of their onscreen decor. The icons 
are nice, but there are also some 
fonts included which are excellent 
examples of why you shouldn’t try 
to be clever with an 8 point type¬ 
face. As with all Magic Work¬ 
bench stuff, you need to be running 
at least an eight colour screen for 
these new buttons to look any 
good. 


In the minor feature depart¬ 
ment, the inbuilt PLAY command 
can now do basic SoundTracker 
modules. If you’re not using Opus 
as a Workbench replacement, you 
can make the Opus screen the de¬ 
fault public screen. There’s also a 
new FULL switch for the Devi- 
ceList command, which expands 
the Assign list to show full paths 
for assigns. 

Opus’s first-class drag and drop 
features have been expanded fur¬ 
ther. You can drag a destination 
drive window onto the destination 
selection requester, and drag and 
drop lines around in one function 
editor or from one editor to another 
- you can even drag a whole func¬ 
tion between editors. Similarly, 
you can drag menu items around in 
the list and not have to use the 
clumsy Move buttons to move 
menu items about. You can drop 
files onto a Program Group icon to 
add them to the group. 

ARexx users will be happy to 
know there are a number of en¬ 
hancements in this area - command 
options to strip filename suffixes 
for renaming purposes, custom 
handlers to trap button events 
hooked to internal commands, a 
flag to put quotes around filenames 


sent to custom handlers, and more. 
Again, nothing revolutionary, just 
refinements. 

Little bits 

There’s a smattering of other 
minor changes - there’s an internal 
beep command you can use for no¬ 
tification purposes, you can op¬ 
tionally display non-DOS disk 
icons, there’s a Skip All button in 
the copy function, you can cus¬ 
tomise listers more extensively, 
and there are nearly 50 other minor 
improvements and bugfixes. Just 
about any one of the big list of 
fixed bugs is negligible by itself, 
but together all this polishing 
makes Opus 5.11 a considerable 
step forward. 

This is not, however, a must- 
have, rush out today sort of up¬ 
grade. Let’s face it, Opus 5 was 
well enough tested that it didn’t 
come out with anything drastic 
missing or broken. But, by all 
means, grab the patch disk, or 
download the upgrade from 
Aminet or your online service of 
choice. Well worth having. 

Contact Small-Biz Software on (074) 
919190 for more information . 
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Phase 5 CyberStorm 

68060 Accelerator 


By Daniel Rutter 

I Phase 5 is the company that 
makes the 68060 boards which 
will, according to Amiga Tech¬ 
nologies, be fitted to 10,000 of the 
25,000 A4000Ts in the first pro¬ 
duction run. But you can buy the 
060 boards over the counter today, 
and with one you’ll have the 
fastest Amiga ever, full stop. 

We checked out a CyberStorm 
with some real world tests, and the 
results speak for themselves. 

What it is 

The CyberStorm 68060 board, 
from the same people that brought 
the world the Fastlane Z3 SCSI-II 
controller and the Blizzard series 
of accelerators, is the cutting edge 
in Amiga accelerators. It only 
works with an A4000 - it doesn’t 
physically fit into A3000s or the 
few old model A4000Ts - and it 
packs a 50MHz 68060, the latest 
and greatest of the 680x0 family 
and also the last completely new 
processor of that family Motorola 
will ever make. Faster clocked 
060s are in the pipeline (up to 
80MHz), but the chip will stay oth¬ 
erwise the same. 


Fantasy numbers 

The 50MHz 68060 is said to be 
an 80 MIPS (Million Instructions 
Per Second) processor, but that’s 
not a very meaningful figure. For 
rough comparison, a stock 25MHz 
68040 A4000 clocks in around 17 
MIPS and a 40MHz 68030 ma¬ 
chine scores less than 6 MIPS - but 
none of these numbers mean any¬ 
thing much, since they’re created 
from superfast twiddling of tiny in¬ 
structions, which if they fit inside 
the processor cache execute in¬ 
sanely quickly. This is not what 
happens in real applications. 

While I’m on the subject of 
pretty but meaningless numbers, in 
IBM-clone-speak the internally 
clock-doubled 060 would be de¬ 
scribed as a 100MHz unit. But 
since it only talks to the computer 
at 50MHz, that’s the real clock 
speed. A PC clone 486DX4/100 
has a 25MHz motherboard, but the 
CPU runs at 100MHz. 

Expansion 

The CyberStorm is not just a 
processor board. The whole design 
is modular, which means consid¬ 
erable future expansion’s possible. 

As it stands today, you get the 


main carrier board, which fits in 
the A4000’s 200 pin slot where the 
030 or 040 normally lives. The Cy¬ 
berStorm stands vertically, instead 
of lying flat. A high-tech POCWG- 
WOI (Piece Of Card With German 
Words On It) insulator is supplied 
to stop the carrier shorting onto the 
A4000 riser card. 

Into the carrier board plug the 
CPU and RAM boards. These give 
the standard CyberStorm an 
impressively complex look and an 
easy expansion path. Nothing 
should need to be changed for dif¬ 
ferent CPUs - just plug and go. 

The memory board has 4 stan¬ 
dard 72 pin SIMM sockets, which 
take ordinary single or double sid¬ 
ed 60nS SIMMs (more expensive 
than the usual 80nS, but not the 
stratospherically expensive super¬ 
fast RAM wanted by some turbo 
processors). You can install up to 
128Mb, in any mix-and match 
combination of 4, 8, 16 or 32Mb 
SIMMs you like. Again, you won’t 
need to trade all your RAM if you 
upgrade to an 80MHz processor; 
the CyberStorm architecture means 
it runs really really fast with 60nS 
RAM and shouldn’t need anything 
faster, ever. There is a maximum 
speed at which data can be pumped 
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to and from the non-CPU portion 
of the A4000, and the Cyber- 
Storm’s already there. 

Going beyond the basic pack¬ 
age, there’s an optional SCSI mod¬ 
ule, which supplies a Fast SCSI-II 
interface, and there’s an I/O Mod¬ 
ule with an Thin/Standard Ethernet 
networking controller and a high 
speed (2 Mbaud) serial port. The 
SCSI interface, partially based on 
the Fastlane Z3, is billed to support 
up to lOMb/S transfers with mini¬ 
mal CPU load, and it’s got active 
termination, so you don’t have to 
fiddle with jumpers or those dan- 
ged resistor packs. It comes with a 
CD-ROM filesystem and the Dy- 
namiCache disk caching package. 

If you don’t want networking 
but wouldn’t mind a low CPU load 
superfast serial port, you can also 
get a cut-down serial-only I/O 
Module. But if you do get the net¬ 
work option, you can install a net¬ 
work boot ROM that lets you boot 
from a network hard drive. 

Future possibilities 

Still on expansion, there’s an as 
yet unused connector on the CPU 
Module which gives direct proces¬ 
sor access, intended for use with, 
for example, cache memory and 
extra processor boards (Digital 
Signal Processors and so on). 
Boards to fit the connector are 
planned for release this year. 

And 68060 isn’t necessarily the 
end of the line for CyberStorm, ei¬ 
ther. Although nothing concrete 
has been announced, phase 5 have 
foreshadowed CPU upgrades for 
the CyberStorm with more power¬ 
ful processors - maybe a PowerPC, 
maybe some other RISC unit, who 
knows. It depends on what the 
Amiga operating system ends up 
supporting, and with the current 
close cooperation between phase 5 
and Amiga Technologies, comple¬ 
mentary development seems likely. 



Testing 

The most annoying feature of 
the CyberStorm was its incompati¬ 
bility with Amiga Intuition Based 
Benchmarks (AIBB), the ubiqui¬ 
tous and very useful Amiga speed 
tester. Everything else worked 
(well, everything that worked on 
040, anyway), and thought it was 
running on a suspiciously quick 
68040. But AIBB spat the dummy 
on startup every time. I might have 
been able to get it running by 
choking the 060 back to 040 speed, 
but that defeats the purpose. I actu¬ 
ally downloaded an AIBB module 
made by someone who had appar¬ 
ently done just that, with no copro¬ 
cessor or trans-68000 code tests 
done, and the 060 lost to the 040 
on a number of tests. Yeah, right. 

Bereft of useful benchmarks, 
we moved on to real world tests. 
Compared with a 40MHz 68040 
(Warp Engine) A4000, the ma¬ 
chine used by Jarrod Pudsey for 
Amiga and PC Review covers and 
various other rendering, the 68060 
Amiga was, consistently, about 
twice as fast. We also tried doing a 
Professional Page colour separa¬ 
tion, and the CyberStorm clocked 
in at about 1.8 times the 40MHz 
040’s speed - the lower figure 
probably because of the large 
amount of disk access happening. 

Phase 5 has also done extensive 
speed tests on the CyberStorm, and 
they found that for AdPro opera¬ 
tions the 060 delivered from two 
times (for a graphic-intensive ren¬ 
dering operation) to better than 
four times (for maths-intensive 
convolutions) the performance of a 
stock 4000/040. 

Their rendering figures for 
Scenery Animator and Imagine 2.0 
both showed a speed advantage of 
better than 300% over the 
4000/040, and a Lightwave render 
went better than 4.1 times faster. 

Is it for you? 

If you’re a speed freak, you’ve 


probably already got a 4000 with a 
40MHz 040 in it. If so, the Cyber¬ 
Storm means you’ll be paying 
$2600-odd to make your machine 
twice as fast; a Warp Engine costs 
around $2300, but it’s got SCSI 
built in as standard. 

If you’ve got a slower 4000 - a 
25 MHz 040, or even an 030 - the 
CyberStorm offers the most bang 
per buck in hairy-chested accelera¬ 
tors, by a wide margin. Budget¬ 
conscious buyers could stick a big 
IDE drive in the 4000, or live with 
a slower SCSI card, and hence not 
have to shell out for the Cyber¬ 
Storm SCSI. The network and seri¬ 
al options are icing on the cake. 

On the other hand, if you’re a 
Tenderer looking for a honking fast 
image-maker, just picking up a 
90MHz Pentium box for about the 
same money as the CyberStorm 
board alone is an attractive 
prospect. Unfortunately, you then 
have to buy the rendering software 
for the IBM compatible - Light- 
Wave for the PC costs $1300 - but 
you end up with two machines, so 
you can model on the Amiga while 
the PC pumps out the pictures. 
Swings and roundabouts, swings 
and roundabouts. 

If you’ve been looking at work¬ 
stations for your power computing 
needs, the CyberStorm in your 
Amiga gives you as much clout as 
a seriously fast workstation of less 
than two years ago, for maybe a 
tenth of the price - if that. From 
that viewpoint, $2600 could be lost 
down the side of the couch. 

With bleeding-edge products 
like this, and such a plethora of 
different buyer situations, it’s im¬ 
possible to make a hard and fast 
recommendation. But the Cyber¬ 
Storm is very fast, seems very well 
designed, and costs surprisingly 
little. If only it ran AIBB. 

Contact Sigmacom on (02) 524 
9846for more information. 
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NEW on the NET 

More local content 


By Daniel Rutter 

I Welcome to another in our oc¬ 
casional series of Nifty Net News - 
what’s new, what’s interesting, 
what’s lame in the rapidly expand¬ 
ing world of online services. On 
with the show. 

CompuServe cheapens 

Big news for current and 
prospective CompuServe users is 
more price reductions for users of 
the organised Internet alternative - 
which now offers Internet access 
as well. 

The peak time rate for basic 
services is now $12 an hour, with 
extended services $18.60 an hour. 
Call at the off-peak times and 
you’ll pay just $7.80 an hour for 
basic services. 

Internet access, at any time, 
now costs $9.60 an hour, or $6 an 
hour for the first three hours each 
month; if you’re a regular netsurfer 
you can join the Internet Club and 
pay $6 an hour all the time. 

There’s also a free trial period 
for new members - join Com¬ 
puServe now and basic services 
will be free for the first month! 
Contact Fujitsu Australia on (02) 
410 4260 for more information. 


Let your mouse do the walking 

The Australian Yellow Pages 
listings will shortly be accessible 
via the World Wide Web. The pa¬ 
per version’s not bad, but with a 
digital version you’ll have the 
equivalent of a business WHite 
Pages as well - you can search by 
type of business, location, name of 
business and so on. 

Well, you WILL be able to, 
anyway. At present, The site is still 
very much under construction - 
there are unconnected buttons, and 
the listings only include most com¬ 
puter companies, restaurants and 
takeaway shops in Melbourne, 
Brisbane and Sydney. 

Somebody involved also appar¬ 
ently thinks a form should have all 
of its fillable boxes and their ex¬ 
planation text on one monster line. 
But never mind - the idea’s a 
beauty, and it should be working 
soon. 

Interestingly, the Yellow Pages 
press release came with a technol¬ 
ogy excerpt from the Yellow Pages 
Small Business Index, a compre¬ 
hensive survey of businesses with 
19 or fewer staff. This contained 
some revealing data about small 
business users and their interac¬ 


tion, or lack thereof, with the Inter¬ 
net. 

Only 71 % of the surveyed busi¬ 
nesses had a computer at all, and 
only 30% had a modem (though 
another 15% plan to buy one in the 
next year). When it came to the In¬ 
ternet, 29% didn’t have a comput¬ 
er, 14% plan to connect, 5% are al¬ 
ready connected, 6% didn’t even 
know what the Internet was and 
46% percent weren’t connected. 

The most interesting part was 
when the people who didn’t want 
to connect were asked why. 67% of 
businesses saw no business bene¬ 
fits - in which they could be right, 
depending on their need for out¬ 
side information, global communi¬ 
cation and the other services Inter¬ 
net connection can provide. A 
CompuServe account can be a 
much better idea for business 
users. 

40% of non-connectors were 
concerned about hackers, which is 
odd; if you get yourself an Internet 
account and call a service provider, 
you can’t be hacked. The service 
provider can, and if they’re singu¬ 
larly incompetent they may let the 
hacker have your credit card num¬ 
ber. Personally, though, I’d be 
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Top to bottom: 1) AH you ever 
wanted to know about environ¬ 
mental policy. 2) No good can 
come of this. 3) One of the 
milder things the AGD guys did. 
4) Hey ; bookshops aren't meant 
to be glamorous. 


more concerned about sponta¬ 
neously combusting in my sleep. 

36% of non-connectors sensi¬ 
bly suspected the Internet would 
incite their staff to waste time. 
36% didn’t know how to connect, 
an easy enough problem to rectify 
if you browse the ads in a comput¬ 
er magazine. Another 36% just 
weren’t interested. 35% didn’t 
think they had the skills to use the 
Internet, which might well be true, 
but using the World Wide Web cer¬ 
tainly isn’t rocket science. 

28% thought the equipment 
was too costly, which is quite rea¬ 
sonable, and 25% thought the con¬ 
nect time was too costly - though I 
reckon your business has to be 
pretty marginal if it can’t carry an¬ 
other $10 a week. 

Green government 

People who want to see what 
the Australian Government makes 
of the Internet should check out ht- 
tp://www.erin.gov.au/, wherein 
lurks a ton of information on envi¬ 
ronmental preservation, and the 
government policies behind it. It’s 
a forest of databases, maps, mod¬ 
els, documents and government 
and other contacts, of enormous 
utility for any greenie who wants 
to see what the pollies are doing in 
that direction. 

Warm and fuzzy 

Fans of all that barks, miaows 
and cheeps will find helpful infor¬ 
mation at http:// www. petnet. 
com.au. PetNet is the first Aus¬ 
tralian World Wide Web site for 
pet owners, and though its infor¬ 
mation is rather thin compared 
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Australian Environment 


A project of the Australian Department of the Environment and associated agencies 

What's New July 1995 



Ah (weather and climate) 

Land and Water (terrestrial and inland aquatic landscapes) 
H umans and the Environment (socio-economic, culture) 


, f 


1 Life {biodiversity) 


§lgg§ i 



Alhambra Water Rocket 


Checkout an attempt to launch a five gallon liquid nitrogen propelled water bottle into low earth orbit 


Dominic Giampaolo's AGP Antics Page 


Fresnel Lens Fun 





The wonderful Edmund Scientific Catalog ha3 a plethora of cool stuff in it. One such item is tl 
two and a half foot) Fresnel lens This is a sight ly, different shot of the lens. They even advertise it as being able to melt asphalt 
in seconds. The advertisement even contains phrases such as: "Can heat surfaces up to 3000 degrees Fahrenheit Adult 
Supervision REQUIRED". Heh, heh, if they only knew. 

For most people, die $160 price tag would put diem off However for us, no expense can be spared in the pursuit of life, love, 
happiness and blowing stuff qs. I convinced some others to go in with me to defray the cost (luring them in with such lines as 
Yraon, well be able to melt concrete!") Die guilty parties involved are me (dbg), Ed Hutchins, and Brian McClendon. I roust 
give bam credit though, first I did ask if SCI would pay for die lens and after he gave it serious consideration (for about .0001 
seconds), he figured die liability would be too much 




The Co-op Online Bookshop 


Die Co-op Online Bookshop is die first Australian general and academic online bookstore to be available for public access on 
the Internet. 

You can find out more by reading a bout us 

Browse our on-line catalogue 

From das service you can access our online ordering service . You will have to use TELNET to access this service - if using 
NETSCAPE then this is configured under Options, Preferences, Directories/Applications/News. Use die login name PUBLIC, 
and just press enter on password - remember to change to CAPS LOCK on your terminal Full instructions are available from 
your nearest store 

You can also review our current list of best sellers . Or you can visit one of our stores i n person and browse our extensive 
collection. 
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with non-domestic sites, it does 
feature Australia-specific informa¬ 
tion about your cat and its effect on 
native wildlife, where to get pets in 
Australia and so on. 

Presently, PetNet covers yer 
basic dogs ’n’ mogs, with informa¬ 
tion on popular breeds and so on, 
but pages on rabbits, guinea pigs, 
birds and fish are coming. Owners 
of miniature pigs, robber crabs and 
Belgian warhorses will presumably 
have to wait a little longer. 

Cyber Co-op 

The humble University Co¬ 
operative Bookshop, with more 
than 45 branches on uni and TAFE 
college campuses across the coun¬ 
try, now has a web page. Find ’em 
at http:// mail, coop-bookshop. 
com.au. 

Now, when you join the Co-op 
for $15, you’re a member for life - 
but they won’t be able to find you 
after you leave uni, move house a 
few times and go all normal. No 
matter - now you can find them, 
without traipsing back to campus. 
From the web page you can place 
orders for books, software, CD- 
ROMs, tapes and CDs; there are 
350,000-odd titles to choose from. 

Very very well done 

Right, that’s enough worthy 
self-improving stuff. I know what 
you’re thinking. You’re thinking 
"where can I go to see pictures of 
an eminent scientist, famed for in¬ 
venting a drop-in non-ozone- 
depleting replacement for CFC re¬ 
frigerants, lighting a barbecue with 
liquid oxygen?" 

Glad you asked. 

The event in question, best de¬ 
scribed by the word WHOOMPH, 
is visible at ht- 
tp://ghg.ecn.purdue.edu/, with JPG 
pictures, movie and sound files, 
and handy do-it-yourself instruc¬ 
tions for people who fancy spend¬ 
ing the rest of their lives wrapped 


in bandages. 

A note - don’t bother down¬ 
loading the enormous sound file - 
it’s lousy quality and the all- 
important conflagration’s hopeless¬ 
ly distorted. 

And another note, of course - 
this sort of stuff is for entertain¬ 
ment purposes only. You can go to 
a public library and learn how to 
make nitroglycerine, but that 
doesn’t make it a good idea. This 
guy’s a professional maniac. 
You’re probably not. Disclaimer 
concludes. 

More insanity 

I got to the thermonuclear bar¬ 
becue area from the AGD Antics 
and Mayhem Page, at http:// real- 
ity.sgi.com/ employees/ dbg/ ant¬ 
ics/ . This shows all the peculiar 
things those nice chaps at the Sili¬ 
con Graphics Advanced Graphics 
Department (that’s right, the guys 
that do Serious Movie Animation) 
get up to when they’re bored. 

You know, carbon dioxide 
bombs, a Surgical Tubing Sling¬ 
shot that could be used for eco¬ 
nomical satellite launches, obliter¬ 
ating objects with a giant Fresnel 
lens, bungee-ing backup tapes and 
microwaving CDs. 

I’ve done that last one myself, 
and can highly recommend it, but 
don’t blame me if you kill your mi¬ 
crowave oven. Naturally, there’s 
lots of text, lots of pics and quite a 
few movies for people who have 
superfast connections or superhigh 
patience. 

Twinkie terminators 

I followed a link from AGD’s 
Pages O’ Insanity to another site, 
which impressed upon me the arid 
desert that is Australian junk food 
culture. 

We do not have Twinkies here. 
I have seen them on TV, but have 
never touched one. The guys at ht¬ 
tp:// www.rice.edu/ -gouge/ 


twinkies.html, however, have not 
only touched them but have tested 
them to destruction, in order to de¬ 
termine, once and for all, the pre¬ 
cise physical characteristics of the 
cream-filled, unnervingly long- 
lasting snack cake. I can only pre¬ 
sume that these particular univer¬ 
sity students have altogether too 
much study time on their hands. 

Tests assayed include the Rapid 
Oxidation Test, where unsuspect¬ 
ing confections were subjected to a 
dousing of isopropyl alcohol and 
subsequent incineration, the Solu¬ 
bility Test, in which the unnerving 
discovery that Twinkies instantly 
swell tom twice their size upon im¬ 
mersion in water was made, the 
Density Test - oh, you get the pic¬ 
ture. It’s silly. 

Too weird 

http:// reality.sgi.com/ employ¬ 
ees/mark/ science.html is where 
you’ll find the page that inspired 
the other SGI maniacs. The high¬ 
light here is the Amazing Alham¬ 
bra Liquid Nitrogen Rocket, a de¬ 
vice which employs one of those 
big spring water bottles, quite a lot 
of hot water, some liquid nitrogen 
and some twisted ingenuity to 
make something that sensible peo¬ 
ple will only view on their comput¬ 
er. The mind boggles, really it 
does. 

From the home office... 

In the "calculated, profitable in¬ 
sanity" department, there front¬ 
runner is indisputable. So I hied 
me over to the Late Show with 
David Letterman home page at ht¬ 
tp:// www.cbs.com/lateshow/ 
lateshow.html. 

There you’ll find a handful of 
small, crummy pictures, a com¬ 
plete Top Ten archive with the last 
Top Ten on the home page, special 
info on Dave’s recent trip to Lon¬ 
don, Tonight’s Guests for whatever 
day you check it on and a fair 
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number of pictures of Dave Letter- 
man’s distinctive geeky but ex¬ 
traordinarily wealthy countenance. 

This, however, is the OFFI¬ 
CIAL home page. The UNOFFI¬ 
CIAL page is, naturally, where it’s 
at. Find it at http:// bin- 
gen.cs.csbsju.edu/ letterman.html, 
and enjoy way, way more stuff, in¬ 
cluding plenty from the old Late 
Night show on That Other Net¬ 
work, and all those things Dave 
would prefer we forgot (like 
Madonna’s memorable recent in¬ 
terview, and so on...). 

Cyberbore 

A company revelling in the 
name Rana Futuristic has opened 
Adelaide’s first "cyberbar"; located 
at the Central Pizza Bar on Hind- 
ley Street, it’s a decorated enclosed 
computer terminal which provides 
access to "Wild Palms", Rana’s 
"private version of the Internet." 

This is a bit like advertising 
your balsa wood version of a main 
battle tank, and since the major at¬ 
traction is listed as the online game 
LORD - also accessible via many 
FidoNet bulletin boards from the 
privacy of your home -1 can’t help 
but wonder what exactly they’re 
thinking. 


□ 


Top to Bottom: 1) PetNet - 
some useful local info. 2) Yel¬ 
low Pages online - almost. 3) 
Twinkie test - dissolution of 
Western society ; exhibit A. 4) 
On the way up: Naah, if you 
locked 'em up they’d just blow 
up the jail. 



Pet ownership is a very important part of the Australian lifestyle. 

66% of Australian families currently own a pet 

These pages will help all those with an interest in pets locate information relating to pets in our society. 

Our pages are divided into sections to provide information for the pedover as well as for those interested in our resources or 
research 

Petiover 




To solve this problem, the Twinkie was doused ih a large quantity of nibbing alcohol The rationale was that by the time the 
alcohol burned off, it would have turned die "moist sponge cake* into a "dry sponge cake", increasing die probability that it 
would bum. "When lit. die Twinkie immediately burst in to flame. However, since both scientists had seen those nifty natural gas 
TV commercials (and Chris is a firefighter), we were able to recognize the cheery blue flame as an alcohol fire. After a minute 
or so, the blue flame was replaced by a vivid yellow flame At this point the entire Twinkie began to turn black. Creamy filling 
began to ooze out of die side of-the Twinkie, and drip from the holes in the bottom. After several minutes of flaming Twinkie, 
the fire went out, leaving a charred mass with brown liquid oozing out of it It was really cooL Throughout this process, die 
control did not change. 


The Amazing Alhambra Liquid Nitrogen Rocket 

Pre-Launch 




Tiansfemnc the rocket fuel into a temporary container 



The launch team and news crew on the way to the launch site 



Setting up the mission control computer system 
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Better Clips 

A tutorial in tracing . 


By Andrew Farrell 


I Thanks to the advent of CD- 
ROM, clip-art is easy to come by 
in such vast quantities that even if 
most of it is rubbish, there will al¬ 
ways be enough good stuff to justi¬ 
fy wading through the collection. 
The trouble is, most clip-art is 
bitmapped - which simply means 
it’s made up of a whole bunch of 
dots, or pixels. 

For many applications, bit 
mapped clip art is acceptable. You 
can use it in most wordprocessors, 
all desktop publishing software, 
paint programs, and in some 3D 
modelling and rendering programs. 
However, if you’re serious about 
creating graphics that are flexible, 
can be scaled to any size, and will 
reproduce at the best possible qual¬ 
ity, the way to go is structured clip¬ 
art. 

Instead of an image being de¬ 
scribed as many individual dots, a 


structured clip contains a metric 
explanation of the shape, describ¬ 
ing it in terms of lines, curves and 
fills. On the Amiga there are two 
popular programs for working with 
these types of clip art - Art Expres¬ 
sion and our old favourite, Profes¬ 
sional Draw. 

Creating a clip from scratch 
can be very time consuming. Often 
you have the image you need as a 
bitmap image from a scan, or ex¬ 
isting clip art. The good news is, 
there is a way of turning a bit 
mapped clip into a structured clip 
that is a real time saver. 

Tracing 

The idea of tracing a bit 
mapped image has been around for 
a long time. In the early days the 
bitmapped image could simply be 
loaded into a structured drawing 


program and you then manually 
traced over the image - a time con¬ 
suming and often inaccurate proce¬ 
dure. 

However, recent programs have 
all included a trace utility that does 
the hard work for you. Simply feed 
the program a black and white im¬ 
age, and after a bit of processing, 
out pops a structured clip, that with 
a bit of tidying up, is ready for day 
to day use as a scalable, high qual¬ 
ity, clip. 

Let’s take a look at the neces¬ 
sary steps using Gold Disk’s Pro¬ 
fessional Draw program. 

1. Scan, draw or find an image 
suitable for the job. The example 
image was originally drawn by 
hand, and then scanned on a low 
cost desktop flatbed scanner. 

2. Clean up the image in a paint 
program to get rid of any stray dots 
and touch up any spots where the 
original has any defects. Save the 
final clip in as a few colours as 
possible - in this case it’s a black 
and white image, so I saved it as a 
two colour image. You can trace 
colour images successfully if each 
colour is solid. Complex patterns 
do not work well. 

3. Now run your trace program. 
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In this case I’m using the Gold 
Disk utility, which despite the dat¬ 
ed interface, still performs as well 
as some of the more recent alterna¬ 
tives in the latest Windows pack¬ 
ages. 

• The first requester is the name 
of the original bit mapped image. 
The second is the name of the clip 
file you want to create - a single 
clip file can hold many clips - 
which is why the next requestor is 
the name of actual clip itself. 

• The fit is important here - if 
you have a really bad scan that you 
haven’t had time to touch up, 
choose a greater fit. The bigger the 
fit, the bigger a variation will be 
need to cause a new line to be gen¬ 
erated. This is also useful on very 
complex images. For most images 
you’ll want the fill option on - 
switch it off if you want a line ver¬ 
sion of the solid areas of colour. 

4. Once you’ve successfully 
traced, run Professional Draw and 
choose the Clips, Draw option. 
From the file requestor, choose 
your newly traced clip and then 
stamp it down on the work area. At 
this point you’ll probably notice 
the trace program has placed a 
frame around the outside of the im¬ 
age and that there are a few odd 
bits that need fixing. 

5. With the clip selected, 
choose Object, Ungroup. Click on¬ 
ce off the object, then click on the 
bits you want to delete and simply 
remove them by pressing Shift- 
Delete. Once you’ve trimmed 
away any unneeded extras - in¬ 
cluding that annoying frame - use 
the bounding tool to select all the 
parts of the object, then choose 
Object, Group. 

6. Check to see the object looks 
right by switching off wireframe. 
If any areas are filled that should 
not be you can either fill them with 
the right colour manually, or try 
the Object, Make Compound Ob¬ 
ject function - which makes objec¬ 
ts behave like a donut. If you have 



Using the original bitmap is 
fine at small sizes, however 
the quality starts to 
deteriorate the larger 
you go. 
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two circles selected, the filled area 
will be between them, and the cen¬ 
tre will be transparent. 

7. If you’re working with a 
colour clip you must also check the 
colour definitions ProDraw is us¬ 
ing - the default names after a trace 
is created from the RGB slider set¬ 
tings and are pretty meaningless 
when you get the clip back into 
Professional Page, Pagestream or 
Pagesetter. 

8. Finally, select the entire clip 
and choose Clips, Define. Give the 
clip a name, then choose Clips, 
Save. You’re now ready to use 
your converted bitmap clip as a 
structured clip. 

Where can you use it? 

The finished image is saved as 
a Professional Draw clip file. If 
you’re using Art Expression, you 
can also save in a number of other 
formats. For us in a wordprocessor 
like Wordworth, you will need to 
save as a EPS (Encapsulated 
Postscript file). Professional Draw 
can print to EPS, whereas Art Ex¬ 
pression saves directly into this 
format. 

The latest version of Word- 
worth displays EPS files on screen 
and can print them to any printer, 
even if they don’t have postscript. 
Unfortunately, Professional Page 
displays EPS files as a solid grey 
box, so you’re better off leaving 
the file as a clip. 

Clip art has many other bene¬ 
fits over bitmapped images for 
small logos. You can define trans¬ 
parent areas, which no Amiga DTP 
program can do on a bitmapped 
image. 

You can also see clip art in Pro¬ 
fessional Page in full colour with¬ 
out having to use an AGA ma¬ 
chine, or switch to a high colour 
mode. 

All the logos on the pages in 
Amiga Review are Professional 
Draw clip files, as are many of the 



Inside Professional Draw you can see the way the 
traced image has been defined as many lines. The solid 
blocks are control points that make it possible to alter 
the lines and curves. Some images may benefit from 
having redundant points deleted - they’ll render faster 
and print quicker. 
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COMFUTERMIANJ 

®t t Beamtoft St; M LawlM,, Pmtfai 

Fax::; TOI I 
1: cnMun®pMlh j 1 


Cmziito&LowPi^^ 


Alfred Chicken 
American Football 
Arabian nights 
Beavers 
Brian the Lion 
BattleChess 
Brutal Football 
Bubble & Squeak 
Cannon Fodder 
Chambers of Shaolin 
Chuck Rock 
D Generation 
Dangerous Streets 
Dizzy 6 
Deep Core 
Dennis 
Donk 
Elite II 

Euroscene 2 

Fields of Glory 

Fire and Ice 

Fire Force 

Fish Goldfish 

Fly Harder 

Fuiy of Furries 

Guiness Disk of Records 

International Karate 

James Pond 2 

James Pond 3 

John Barnes Football 

Kid Chaos 

Last Ninja 3 

Legacy of Sorasil 

Lemmings 

Liberation 

Lost Vikings 

Lotus Turbo Trilogy 

Manchester United 

Mean Arena 

Nick Faldos Golf 

Nigel Mansell 

Photo CD Lite 

Premiere 

Putty 

RyderCop 
Sleepwalker 
SoccerKid 
Summer Olympics 
SuperFrog 


$25.00 

$39.00 

$14.99 

$24.99 

$24.99 

$39.99 

$14.99 

$38.99 

$38.99 

$19.99 

$19.99 

$19.99 

$38.99 

$24.99 

$14.99 

$28.99 

$24.99 

$38.99 

$35.00 

$45.00 

$38.99 

$34.99 

$29.99 

$24.99 

$14.99 

$19.99 

$19.99 

$14.99 

$ 21.00 

$19.99 

$35.95 

$44.00 

$34.00 

$19.99 

$CALL 

$39.99 

$29.99 

$29.99 

$19.99 

$33.00 

$19.99 

$35.00 

$19.99 

$32.00 

$37.99 

$29.99 

$34.99 

$29.99 

$19.99 


Super Methane Bid 
Super Putty 
Surf Ninjas 
Top Gear 2 
Seven Gates 
Town with no name 
Total Carnage 
Vital Light 
Zool 
Zool 2 


$14.99 

$16.99 

$14.99 

$49.00 

$24.95 

$19.95 

$14.95 

$34.95 

$14.95 

$34.95 


PLUS NEW TITLES COMING IN $CALL 

MmasaJBxfmaiSiSi 

)/512k R Am $49 


A500/512k 
A600/1Mb RAM 
A1200/020/28Mhz 
A1200/0Mb 
A1200/DKB/0Mb 
A1200/DKB/1202/20 


$99 

$189 

$139 

$149 

$169 


A1200/DKB Cobra 68030/28Mhz $299 
A1 200/DKB Cobra 68030/40Mhz $399 
A1200 Mongoose 68030/50Mhz $599 


SIMMS 8Mb CALL 
GVP SIMMS 4MB 80ns $349 

Vidi Amiga 12 $129 

Vidi Amiga 12RT $289 

Vidi Amiga 24 $429 

Electronic Design 
YC Genlock $599 

Neptun Genlock $1049 

TBC Enhancer $1549 

MODEMS CALL 

Amiga Hard Drives 

IDE FOR A4000/1200 


540/850Mb 
1 Gig/1.27Gig 
~-)2-5 


SX-1/A600 


} 


40Mb 

250Mb 

340Mb 

520Mb 


$295/429 

$549/599 

$99 

$359 

$439 

$629 


SCSI fast 2 drives $CALL 

ZIP Iomega SCSI AMIGA/PC/MAC $CALL 


ZIP 100Mb external SCSI removable HD 
Including 2 free 100Mb disks 


$399 


Seagate IDE harddrives Call 

Quantum 850Mb IDE $389 

Quantum 540/730Mb/l .08Gb SCSI-II $339/$410/$699 

Quantum 2.1Gb/4.3Gb SCSI-II $1349/$1999 

SyQuest 270Mb SCSI-II 3.5" removeable $580 

SyQuest 270Mb cartridge $110 

Bemouli 230Mb SCSI-II removeable $799 

SCSI external mini box incl. cable $150 


A1200 Pyramide RCA and 020/28Mhz TRA 


$call 

Rombo and VIDI Amiga Products 


$call 

Sony CDU-76s Quad speed SCSI-II CD-ROM drive 

$389 

Maestro V34 28.8k Fax modem+ GPFax cable 


$489 

CD32 Paravision SX1 


$399 

A1200 DKB 1202/20Mhz 


$169 

A1200 DKB Cobra 68030/28Mhz 


$289 

A1200 DKB Cobra 68030/40Mhz 


$399 

A1200 DKB Mongoose 68030/50Mhz inc. co-pro 


$599 

A1200 Mongoose/Cobra SCSI-II controller 


$175 

Ext. floppy drive 880Kb/1.66Mb 

$149/$249 

Electronic Design Genlocks 


$call 


Phone for our best price on all hardware 


Fonhof Computer Supplies 

64 Cross St, Baulkham Hills, NSW 2153 
Phone (02) 639 7718 Fax (02) 639 5995 



Computa Magic P/L 

44 Pascoe Vale Road 
Moonee Ponds 
Victoria 3039 
Phone (03) 9326-0133 
Fax (03) 9370-8352 


AUGUST SPECIALS 

(LIMITED STOCKS, CASH PRICES ONLY, E&OE) 

2MB PCMCIA CARDS FOR AMIGA A600/A1200 

NOW ONLY $199.00 

64G/SCALE HAND SCANNER WITH TOUCHUP V4.0 
WITH MERGE FACILITY. AND OCR JR VI .5 

NOW ONLY $279.00 

COLOUR HAND SCANNER 262,000 COLOURS COMES 
WITH COLOUR KIT PRO 2 AND ADPRO LOADER 

NOW ONLY $675.00 

ROCGEN PLUS GENLOCK, A1200 COMPATIBLE 

CALL FOR NEW LOWER PRICE 

ROCTEC SUPER SLIMLINE EXTERNAL 880K DRIVES 
ANTI VIRUS, ANTi CLICK 

NOW ONLY $110.00 

FLATBED SCANNERS 1200DPI, 2400 DPI WITH 
COLOUR KIT PRO, ADPRO LOADER, AND IMAGE 
MASTER 1.50 ONLY A COUPLE LEFT AT THIS PRICE 

1200 DPI $1599.00 2400 DPI $1999.00 

ROCHARD 500 SCSI KITS, ONLY A FEW LEFT, 

CALL FOR DETAILS 
PC HAND SCANNERS FROM $89.00 

HEAPS MORE AMIGA AND PC BARGAINS 
COME IN AND SEE US, OR CALL FOR PRICING 



Your Complete Computer Specialist 

Amiga and IBM Compatible Solutions for the Home 
and For Business. 

Multi Media Packages and Video Capture Cards. 
Support for Hewlett Packard, Canon, Citizen, GVP, 
Electronic Design, DKB, Roctec and much More! 
Software Solutions, CD 32, Scanners, Fax/Modems, 
Repairs & Upgrades for Amiga, IBM & Atari. 

Real Support, Real Quality, Real Service, A Real 
Computer Store! 

Software (Amiga & IBM) 

Windows 95 Upgrade $159.00 Windows 95 full version 5309.00 
Deluxe Paint 4 $50.00 Deluxe Paint 5 $99.95 

Final Writter V3 $170.00 


Modems 

Dynalink 1414YQE 14,400 bps External Fax Modem 
Dynalink 142SYQE 2S.SOO bps External Fax/Modem 


5259.00 
S4 49.00 


Printers (inc free cable!) 
Epson EPL 3000 Laser Printer 
Epson Stylus SOO« Inkjet Printer 
HP DeskJet 660C Colour (600x600 dpi) 


SS69.00 
S 49 9.00 
S999.00 


Megabyte Computers Pty Ltd 
Shop 4a HomeBase Jindalee 
(Just Off Centenary Hwy) 

PO Box 662 Mount Ommaney Qld 4074 

PH:07 279 0666 or 1800 818 335 






















KeyMod 

This program’s just downright 
nasty. It’s a typo generator. The 
faster you type, the more likely 
KeyMod is to change the character 
you’ve typed into the character 
from a key to the left or right. 
Slow right down, and every 
keystroke will be perfect. The per¬ 
son who wrote it should be given a 
medal and then locked up. 

If someone torches your car be¬ 
cause you put this program in his 
startup-sequence, don’t blame me. 
You need Workbench 2 to destroy 
your life by running it. 

MUIResi 

Another special-interest pro¬ 
gram. Do you occasionally need to 
decode resistor colour codes? If 
you never do, this is not the pro¬ 
gram for you, and if you often do, 
you probably won’t need it, but if 
you dabble in electronics here’s a 
handy little ready-reference thing 
that’ll save you dipping into the 
back of the Dick Smith catalogue. 
You need Workbench 2 and the 
MagicUserlnterface (MUI) in¬ 
stalled to use it. 

Scout 

Do you like to chop a great big 
hole in your operating system, 
climb inside and twiddle with all 
of the dangly bits? If so, Scout is 
the program for you. As the ac¬ 
companying gobsmacking screen- 
shot suggests, there’s not a lot 
Scout won’t let you poke your du¬ 


biously educated nose into, and if 
it can be changed, it can be 
changed with Scout, and even via 
ARexx if you’re feeling really 
clever. You can view and fre¬ 
quently tinker with assigns, de¬ 
vices, expansions, fonts, input han¬ 
dlers, interrupts, libraries, locks, 
memory, mounted devices, ports, 
resident commands, residents, re¬ 
sources, semaphores, tasks, vectors 
and windows. 

Naturally, Scout has the poten¬ 
tial to bring your system down in a 
steaming heap - any low-level 
Amiga tweaker has that potential - 
but used wisely it can be very use¬ 
ful, for everything from basic task 
priority twiddling to chopping out 
rogue input handlers, zapping serv¬ 
er interrupts, hunting new viruses, 
unloading libraries, killing inter¬ 
process ports, terminating unwant¬ 
ed screens and windows, removing 
locks to "unuse" a file, grabbing or 
releasing semaphores, changing 
memory priorities - you get the 
picture. If you’re the kind of per¬ 
son that wants to be able to grab 
programs where it matters and 
show them where you know they 
ought to go, you will quiver with 
joy over Scout. 

The manual’s pretty basic, but 
if you’re already proficient you’ll 
be able to use the program. You 
need both Workbench 2 and the 
MagicUserlnterface to use Scout. 

Triumph Body Pics 

Regular readers will know I’m 
not a great fan of dress-up-your- 
Workbench software; I’m of the 
opinion that if all you’ve got to do 
with your time is make your com¬ 
puter prettier, you should get out 
more. But anything that inspires 
this much sudden and dramatic en¬ 
thusiasm among the Amiga Re¬ 
view production staff has to be 
mentioned to the world. These pic¬ 
tures are designed to be shown be¬ 
hind a standard eight colour Magic 
W orkbench-ty pe W orkbench. 


Program complexity (bonus 
points if you get THIS one!): 

☆ Boobah 

☆☆ Archbishop Posey 
Lord Julius 
Suenteus Po 


They fit the standard MWB palet¬ 
te, and you can hence use them on 
AGA machines or ECS ones run¬ 
ning NickPrefs. There are six pic¬ 
tures, they are very well done with 
exquisitely nice dithering of just 
the three grey shades in the MWB 
palette - it takes some skill to make 
a picture look good with just three 
colours - they’re full overscan, 
and... I’m sure there’s something 
else about them I should mention... 

Oh yes. They’re of nubile girls 
in swimsuits or lingerie. 

Form a queue for the compan¬ 
ion disks, red-blooded techno¬ 
dweebs. Mop up your own saliva, 
do not trip over your tongue. 

Scorched Tanks 1.85 

Any sickos out there who don’t 
like Artillery clones can now move 
to the next item, because Scorched 
Tanks has had an upgrade and, as 
always, I’m going to tell the world. 

I still prefer Charr (mentioned 
three months ago), but Scorched 
Tanks is a perfectly good game 
and it’s now a perfectly good game 
with 10 more weapons for your lit¬ 
tle tank to hurl at all the other little 
tanks. There’s now tunneling 
Moles, the explosive-rainstorm 
Cascade weapon and its relative 
the Pineapple, the Elevator (lifts 
the area it hits), the Sunburst flash 
weapon, the octuple-bracketing- 
bouncer Crazy 8’s, the Minigun 
and Tommy gun with both fire a se¬ 
quential spread of nasty little bul¬ 
lets, the Shield Disarm, the 
Reflect-O-Dome that builds you a 
bouncy dome to fend off attacks, 
and two flavours of MIRV. 
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This makes a new total of 70 
weapons, each more preposterous 
than the last. I’m pleased to say 
the music’s been improved, too (it 
used to suck like a black hole in a 
wind tunnel), and the graphics 
have had a mild workover too. If 
you like Artillery games, check 
this one out. If you don’t, consider 
a career as a chartered accountant. 

Phenomena 

The author of this little pro¬ 
gram was inspired to create it by 
the weird cover Jarrod Pudsey did 
for the August 1994 Amiga Re¬ 
view. Its purpose is to draw light¬ 
ning and particulate explosions. It 
does both using a quite good algo¬ 
rithm, and you can use it purely 
for entertainment or to make im¬ 
ages or animations to include in 
other productions. The unregis¬ 
tered version doesn’t save anima¬ 
tion frames, but you can still see 
what it does and decide whether 
it’s worth the $US20 the author 
wants. He’s Australian, but he’s 
got an eye for the main chance. 
You need Workbench 2. 

VirusZ 

Since development of BootX 
has greatly slowed - it’s officially 
still alive but under new manage¬ 
ment - John Veldthuis’ Virus 
Checker is probably the most pop¬ 
ular Amiga anti-virus program. 
VirusZ’s got to be right up there, 
though; it checks bootblocks, 
RAM and files (of course) and the 
latest version (1.20) recognises 
303 bootblock viruses, 198 file 
viruses and 35 link viruses. 

The Amiga virus scene’s not 
nearly as lively as the PC one, be¬ 
cause Amiga users tend to use 
virus checkers more and notice 
when their machine screws up in 
funny ways (unlike PC users, who 
usually don’t notice one more 
weird crash); keeping up to date 
with your virus protection will 
keep it that way. Insert anti-AIDS 


motto of choice here. You need 
Workbench 2. 

AMosaic guide 

Amiga Mosaic is not the cut¬ 
ting edge in World Wide Web 
browsers, but it’s the best we’ve 
got. This is a hefty and tolerably 
well written guide to the program, 
hooking up and performing tasks, 
which covers the different ver¬ 
sions, installation, getting running, 
customising it, hints and tips, in¬ 
teresting pages - you get the pic¬ 
ture. Judging by the number of 
help calls I’ve taken about the 
Amiga Review Internet Disks (I’m 
no guru, but I’m the closest thing 
to it in the office!), quite a few 
people could use this. 

Disk Protector 2 

Here’s a tricky one. It’s anoth¬ 
er worthwhile product of a coder 
who’s dragged himself out of the 
cracker culture, and it ought to an¬ 
noy his brethren no end. 

Disk Protector allows you to 
put copy protection on disks - spe¬ 
cifically non-DOS disks, since it 
stops hardware and nibble copying 
programs, not DOS file transfers. 
There’s an exhaustive description 
of the way the copy protection 
works in the documentation, but 
the upshot of it is that a protected 
disk will probably copy OK from 
the drive it was protected with, and 
in any other drive with a close mo¬ 
tor speed, but not anywhere else. 
It’s a cool concept, it can’t make 
pirating easier, and it’s small, so 
it’s on the companion disks. 

Datatypes 

A few more datatypes for you 
Workbench 3+ types. There’s a 
BMP one that supports 1, 4 and 8 
bit BMP, in OS/2 1.x, Windows 
3.x and OS/2 2.x formats - though 
still not compressed or 24 bit. 
Never mind; most BMPs are 256 
colour uncompressed. 



□ 1 MUlResi 


MUlResi 


1.053 MOhm, ±0.1 % 


black f V/////A W///A '/////A 

brown V/////A v////y\ yy//A */////A '/////A 

red wM 

orange '///M mm jjjg 53 > A 1 
yellow 

green mM '/////A W///A y//M\ 

blue y/////A V////A +/////A v////A W/i 

purple V////A '/.<///A V/////A _ 

gray wvA- w/s/A __| 

silver H^ | ly///y\ v//y/A\ 


Bands Q\ 1 




The remarkably exciting MUlResi . 


There’s also a basic TIFF 
datatype which shows v5.0 24 bit 
TIFFs as 8 bit dithered, but doesn’t 
do much else - no compression, no 
true 24 bit viewing, no chunky 
mode. Hey, better than nothing. 

If that’s not enough, I’ve 
thrown in a Targa datatype that 
does straight viewing of TGAs up 
to 8 bit, and views 15, 16, 24 and 
32 bit Targa images as HAM8. 

WBTitle 

I’m so ashamed. It’s another 
system-tweaking program. Sorry. 

This one lets you put whatever 
you want in the Workbench title 
bar. You know, "Bad Ass 
DudeBench 1.0, A600 Rules For¬ 
ever" Big deal. 

Fortunately, it also lets you 
keep and enhance the RAM dis¬ 
play, by putting text around it 
(stick with me here, it gets better) 
and by displaying not just chip, 
fast, available and total but also 
virtual memory and memory on 
the Retina board which you of 
course have. You need WB 2. 

Aw, shaddap, there was some 
spare room on the companion 
disks, OK? 
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Scout Hardly any functions at all . 


Crock of the Month 

I hope to make this a regular 
segment, celebrating the essential 
lousiness of a considerable portion 
of the PD and shareware world. 

PowerBall 

"Great new Breakout game!" 
said the file description on Aminet. 
Cool, thought I, I’m always in the 
market for one of those. 

Upon playing it, though, I must 
admit I’m at something of a loss as 
to what, exactly, is great about it. 
The chimp-got-at-DPaint colour 
scheme? The lousy collision detec¬ 
tion (ball passes through brick...)? 
Perhaps the way it pauses whenev¬ 
er anything changes direction? No, 
I’ve got it, it’s the way you can on¬ 
ly bounce the ball off a bat in one 
direction - as long as it doesn’t get 
confused, buzz inside the bat for a 
quarter second and then plunge off 
the screen. 

PowerBall does have a gim¬ 
mick. You can have up to four 
paddles - one on each side of the 
screen. Now, if the paddles were 
capable of bouncing the ball either 
way, it could be quite cool. As it 
is, it’s very very sad indeed. 

Oh, it’s in German, too. 

Almost all of the software in 
this article - is on the companion 
disks, as always. Ask for them by 
name; they’re HotPD26 a and b, a 
steal at $9.50 the pair including 
postage from Prime Artifax on 
1800 252 879 - and remember, 
kids, this time there’s girlie pic¬ 
tures, too! 

The inimitable PowerBall is 
not on the companion disks, or on 
any other disk I’ll ever compile, 
and Scorched Tanks is the size of a 
cow and so gets a whole disk to it¬ 
self (ask for Scorched Tanks 1.85, 
$5 by itself or only $4 if you order 
it with the companion disks). 

□ 
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BUY - SELL ■ SWAP 

We have massive amounts of new and used parts for all 
Amiga computers! These are ex-shop stock, liquidation 
merchandise and parts as traded. For example: 

Spare chips, Motherboards and components 
A4000 4Mb 72 Pin SIMM...$240 
Various SCSI/IDE Hard Drives from...$CALL 
Genlocks - basic $200, Sound Samplers from $50 
All types of memory chips (per Mb)...$50+ 

2.5" to 3.5" IDE converter & cabl&..$40 v 
We will also trade AMIGA for 
IBM/PC Compatible parts and equipment^ 


(054) 416 054 or AH mobile 015 349 19/ 


We are taking subscriptions for all overseas 
magazines including CD32 & IBM to you 
within two days of release. 

© CALL NOW © 

I 1 Repair Facility 

We have extensive experience and spares for Hard Drive re¬ 
pairs and Data recovery. We will buy and trade unwanted 
hardware. Call for latest pricing on 2.5" to suit A600 /A1200. 
Sizes from 40-1080Mb. We also install data/power cables for 
Hard Drives - delivery ANYWHERE! 

i Y IDE Hard Drives up to 1 Gig 
;Y 850Mb Internal Upgrade kit for A1200 $595 


■ Various sizes SCSI/SCSI-II up to 9GIG! 

: % Delivery anywhere. 

-^Removable media also available 
Bernoulli / SyQuest / CD ROM / Seagate BARRACUDA 


.-BUY WITH jCONF IDE NCff 

We have been in business for 6 years servicing and selling 
IBM and Amiga equipment. We are Original Equipment Man¬ 
ufacturers and source parts from the Authorised Importers. 


BIS 



/ 


TECH 


SHOP B-176 LYTTL6TON TC6 BENDIGO PH (054) 416 054 




28 SALISBURY RD 
HORNSBY 2077 
TEL: 02 482 2582 
FAX: 02 482 3948 


SPECIALS! WHILE STOCKS LAST 

QUANTUM 365MB SCSI II HARD DISK $209.00 
CONNOR 540MB SCSI II HARD DISK $299.00 
SEAGATE 127MB 2.5" HARD DISK IDE $179.00 
SEAGATE 450MB 2.5" HARD DISK IDE $469.00 
40/60/80MB 2.5" HARD DISK IDE USED $60/100/130 

mmmms 

QUANTUM ’LIGHTNING’ 540MB SCSI II $359.00 
QUANTUM ’LIGHTNING’ 730MB SCSI II $419.00 

QUANTUM ’FIREBALL’ 1.08GB SCSI II $749.00 
QUANTUM ’EMPIRE’ 2.1GB SCSI II $1450.00 

QUANTUM ’GRAND PRIX’ 4.3GB SCSI II $2100.00 
SEAGATE 420MB IDE $299.00 

SEAGATE 540MB IDE $289.00 

SEAGATE 850MB IDE $439.00 

SEAGATE 1.05GB IDE $579.00 

SYQUEST 3.5” 270MB SCSI OR IDE $610.00 

SYQUEST 270MB CARTRIDGE $115.00 

ALL NEW WITH 1 TO 5 YEARS WARRANTY 

WE HEP Am ANY ABQQ FOR A 
FLAT RATE OF $50.00! 


MONITORS 


NEC MULTISYNC II USED 
NEC MULTISYNC USED 


$249.00 

$199.00 


WE ALSO STOCK A WIDE 
VARIETY OF SECOND NAND 
HARD DRIVES, MONITORS AND 
COMPUTER ACCESSORIES AT 
LOW LOW PRICES! 


2MB CHIPPEX RAM KIT COMPLETE FOR A500 
SCSI MINI-TOWER-200W PS WITH CABLES 
INT HIGH DENSITY FLOPPY FOR A4000 
SQUIRREL A1200 SCSI INTERFACE 
A500 BARE MOTHERBOARD FROM 
A500 REV 8 M/BOARD WITH AGNUS CHIP 
C64 MOTHERBOARD NEW 
C64 CIA 6525 CHIP 


$229.00 

$110.00 

$199.00 

$159.00 

$30.00 

$75.00 

$40.00 

$10.00 


C64 POWER SUPPLY 

CDTV POWER SUPPLY 

A1200 KEYBOARD NEW 

SUPER DENISE 8373 - HURRY LOW STOCK! 

AGNUS 1MB8372A 

AGNUS 2MB 8375B 

CIA 8520 

WB 1.3 ROM 

WB 2.04 ROM AND DISKS 

SUPER BUSTER REV 7 

OTHER AMIGA CHIPS FROM 

4MB 72PIN 32 BIT SIMM 

1MB 44256/41000 DIP RAM 

1MB SIMM 8 BIT 30 PIN 

1MBx4 ZIP/70NS PER 1MB 

256KX4 ZIP/70NS PER 1MB 

A500 512K RAM CARD WITH CLOCK 

A600 1MB RAM WITH CLOCK 

1084 SCART (OR OTHER) CABLE 

23/15 PIN MULTISYNC ADAPTOR 

MAESTRO V.34 28.8K EXTERNAL MODEM 

A1200 DKB PRODUCTS 


$30.00 

$30.00 

$50.00 

$25.00 

$40.00 

$50.00 

$20.00 

$20.00 

$60.00 

$5.00 

$5.00 

$240.00 

$50.00 

$65.00 

$70.00 

$45.00 

$60.00 

$125.00 

$20.00 

$20.00 

$489.00 

$CALL 


ALL PRICES INCLUDE TAX 

OVERNIGHT DELIVERY TO ANYWHERE IN AUSTRALIA. FREIGHT COSTS: 0-500gms $5.00. 500gms-3kgs $10.00 
PAYMENT: CHEQUE, C.O.D., DIRECT DEPOSIT. WESTPAC ACC NO. 101345 BRANCH NO. 032 189 
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The C65 - a computer that 
almost was 

I The Commodore 64 was one of 
the outstanding success stories of 
the computer industry in the 1980s. 
It started out more advanced than 
any of its competitors, and as time 
marched on the massive C64 soft¬ 
ware base and low pricing helped 
it to more than 12 million sales 
around the world. 

With success like that, Com¬ 
modore needed a new product to 
replace the C64 once it had 
reached the end of its life. Of 
course, as we all know, Com¬ 
modore bought out a small Califor¬ 
nian computer company develop¬ 
ing an amazing games computer, 
which turned out to be the Amiga. 
The first Amiga - the A1000 - was 
very expensive, costing over 
$4000 at its launch in Australia. A 
cost-reduced version, the A500, 
was launched soon after, and at 
around $1000 was affordable 
enough for home users. 

Amazingly, despite the intro¬ 
duction of 16 bit Amiga technol¬ 
ogy, the C64 continued to sell. It 
was pitched at the lower end of the 
home market and bundled with 
GEOS; it was almost like a 
stripped down version of the 
Amiga. Commodore tried to kill 
off the C64 several times, but pub¬ 
lic demand resulted in a stay of ex¬ 
ecution. Even when Commodore 
finally put the C64 to rest in the 
late 1980s, rumours persisted for 
years after that the Commodore 64 
was still being produced under li¬ 


cense in third world countries - and 
ESCOM’s recently added fuel to 
the fire by foreshadowing legal ac¬ 
tion against unlicensed users of 
Commodore patents! 

When the C64 was finally 
scrapped, Commodore had a prob¬ 
lem. Though the Amiga was get¬ 
ting cheaper, it was still not con¬ 
sidered capable of filling the gulf 
left by the C64. Commodore exec¬ 
utives felt there was room for a 
machine beneath the base model 
Amigas. Engineers at Com¬ 
modore’s US research and devel¬ 
opment labs in Westchester were, 
at the end of the 80’s, given the 
task of coming up with a replace¬ 
ment for the C64 - the C65. 

The C65 may have become part 
of the Commodore mythology 
(along with the US-designed 
Amiga 2000 which Commodore 
management rejected in favor of a 
cheaper German design) had it not 
been for the liquidation of Com¬ 
modore International, and the sub¬ 
sequent auction at its Westchester 
site. Bidders at the auction were 
amazed to find C65s up for sale. 

Different reports suggest that 
there were either about 50 or up to 
1000 of these machines produced, 
though the lower figure seems 
more likely. The machines offered 
at the auctions were no mere proto¬ 
types; they were "alpha" pilot- 
production models. Apparently, 
Commodore CEO Irving Gould 
pulled the plug on the project at 
the last minute - about a month be¬ 
fore project completion. Whether 
this was the right decision, no one 
will ever know. 

What we do know is that while 
the C65 was being developed, so 
was the Amiga 600. Perhaps the 65 
was not cheap enough to compete 
against the A600, and it was felt 
that a souped up C64 would simply 
confuse the market. Despite the 
fact that the C65 never made it to 
commercial production, it does 
have a small and devoted follow¬ 


ing. At least three C65s have made 
it to Australia, and there are 
enough users for there to be at 
least three Internet sites catering 
for the C65. 

The C65 

To put it simply, the C65 was a 
turbo charged and fairly compati¬ 
ble version of the C64 - software 
that bashed the video chip hard, 
which was a lot of it, didn’t work 
on the new machine. Looking like 
a cross between the A600 and the 
C64c, it featured a 77 key key¬ 
board and a built-in forward-facing 
3.5 inch disk drive (1581 format). 
The central processing unit was a 
turbocharged version of the 6502 - 
the CSG65CE02, running at 3.54 
MHz. Graphics were improved to 
320 x 200 in 256 colours, 640 x 
200 in 16 colours and 1280 x 200 
in four colours, all true bitplane 
modes, with an 80x25 text mode 
with bold, underline and blinking 
attributes, and the 65 also support¬ 
ed all of the C64 graphics modes. 
Interlace modes were also 


The Japanese 64 

Did you know there was a 
Japanese version of the C64? 
The Ultimax was launched in 
1982, about the same time as 
the original Commodore 64. 
There were three versions, 
including the Max, Unimax and 
Ultimax. The Ultimax was billed 
as a third generation games 
machine, and featured 2K of 
RAM (not expandable), BASIC 
on a separate cartridge, and a 
membrane keyboard. The Max 
was even more stripped down 
and had no keyboard, and only 
an expansion port and video out 
plug, but it did have 16K RAM. 
The Max computers were never 
very popular, and most ended up 
being sold in Japan. 
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Pyramid A1200 Expansions 

1 

CD ROM Drives 

1 

Amiga Games 


V) 

O 
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TRA 020 28Mhz Accelerator 

With 2MB RAM.$299 

With 4MB RAM.$449 

With 8MB RAM.$699 

Super fast at a budget price. 

RCA RAM Expansion 

With 1MB RAM.$159 

With 2MB RAM.$229 

With 4MB RAM.$379 

With 8MB RAM.$629 


o 


DKB A1200 Accelerators 


Cobra 030 28Mhz MMU 



With 4MB RAM. 

.$549 

With 8MB RAM. 

.$799 

* 0 

Cobra 030 40Mhz EC 


1 

With 4MB RAM. 

.$699 

1 

With 8MB RAM. 

.$949 

• n - ' 

Mongoose 030 50Mhz MMU 


50Mhz 68882 



With 4MB RAM. 

.$899 

«V) 

with 8MB RAM. 

.$1149 

— i 

t _ 

SCSI 2 Option for 


1 

>— i 

Cobra/Mongoose. 

.$189 




| As Traded Hardware 



Zappo CD ROM Drive.$449 

Play CD 32 games on your A1200. 
A1200 RAM Cards with 4MB $299 

External floppy drives from.$69 

Commodore monitors from....$200 
A2000/A500 Chips from.$20 

A1200’s wanted for cash! 


Gamesmith 


Gamesmith NEW.$189 

Develop your games with this easy 
to use package. 


Sony Internal Quad Drives.$399 

Panasonic Extenal Quad Drive..$579 
Both these drives are multisession 
Kodak CD compatible , MPEG com¬ 
pliant with CD Boot run CD 32 
Games on an AGA Amiga. 

Squirell PCMCIA Interface 

For A600/1200.$159 

Software emulates CD 32 on A1200 

CD Boot.$69 

Runs most CD 32 games on an AGA 
Amiga. 


Maestro Modems 


28,800 V.34 Now available.$499 

Improved signal retention and 
higher speed connection under diffi¬ 
cult conditions. 

28,800 V.Fast.$399 

All with GPFax or IBM Software 
plus Internet Software. 

OCR Software.$129 


Zip Drives 


100 MB capacity on a 3.5 in floppy 
sized disk. Amiga SCSI version or 
PC parallel version. 

Zip Drive with 100MB disk.$399 

1 x 100 MB disk.$35 

Tripack 3 x 100 MB disks.$99 



Shipment delayed 

Due to overwhelming US demand, 
order now to secure your position. 


Pinball Illusions AGA, Aladden 
AGA, First Encounters AGA, Alien 
Breed 3D AGA, PGA Golf AGA, 
Sensible World of Soccer, Skeleton 
Krew AGA, TFX AGA, Dawn 
Patrol with book. Plus many more. 



CD 32 Games 


Speedball 2, First Encounters, Alien 
Breed 3D, Death Mask, King Pin, 
Super Skidmarks, Skeleton Krew, 
Syndicate, Shadow Fighter, Plus 
many more 


24bit Graphic Cards 


Cyber Vision 64 Bit Graphics Card 
for the A3000/4000 only 

with 2MB RAM. . $995 

with 4MB RAM. . $1195 

Easy ledgers V2.Now only $299! 

Used and recommended by Ama¬ 
deus , a totally Amiga run business. 


Spreadsheets 


Turbo Calc V3.$Call 

Professional spreadsheet that un¬ 
leashes the number crunching power 
of your Amiga. 























































available. Sound was boosted with 
twin SID chips for stereo capabil¬ 
ity. Standard memory was 128Kb 
expandable to 8Mb. 

Not much software was written 
for the C65 (the cartridge port 
doesn’t even accept C64/128 
carts), and if one should happen to 
break down, it would be function¬ 
ally impossible to find the parts to 
repair it. Despite these limitations, 
the C65 is definitely a collector’s 
item, and will always be the sub¬ 
ject of many "what if..." conversa¬ 
tions. 

□ 



Australian almost-ran 
computers 

It’s not only Commodore that 
designed computers and then 
pulled the plug on them at the last 
moment. Australia had its very 
own computer designer and manu¬ 
facturer in the 1980s: Microbee 
Systems. Microbee Systems 
achieved a lot of success with its 
8-bit computers. They were used 
by schools world wide, and even 
had a following in the home mar¬ 
ket. 

Like every other computer 
company in the mid 1980s, Mi¬ 
crobee knew the future of comput¬ 
ers lay in 16-bit technology, so it 
too developed a graphics-based 
16-bit computer. Computer maga¬ 
zines reported on early prototypes 
of the Microbee Gamma, and were 
impressed with its graphics power. 
Unfortunately, management be¬ 
came worried that the project 
wasn’t viable, and stopped devel¬ 
opment. Computer folklore has it 
that when one of the senior engi¬ 
neers found out that the project 
had been cancelled, he took one of 
the prototypes and smashed it on 
the managing director’s office ta¬ 
ble. Yes, a few Gamma computers 
did survive, but like the C65, there 
was little software ever written and 
their practical use is nil. 
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• Suite 6, 534 Old Northern Rd, Round Corner NSW 2158 • 
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Pyramid A1200 Expansions 


TRA 020 28Mhz Accelerator 


With 2MB RAM.$299 

With 4MB RAM.$449 

With 8MB RAM.$699 

Super fast at a budget price. 

RCA RAM Expansion 

With 1MB RAM.$159 

With 2MB RAM.$229 

With 4MB RAM.$379 

With 8MB RAM.$629 


DKB A1200 Accelerators 


Cobra 030 28Mhz MMU 

With 4MB RAM.$549 

With 8MB RAM.$799 

Cobra 030 40Mhz EC 

With 4MB RAM.$699 

With 8MB RAM.$949 

Mongoose 030 50Mhz MMU 
50Mhz 68882 

With 4MB RAM.$899 

with 8MB RAM.$1149 

SCSI 2 Option for 
Cobra/Mongoose.$189 


As Traded Hardware 


Zappo CD ROM Drive.$449 


Play CD 32 games on your A1200. 
A1200 RAM Cards with 4MB $299 

External floppy drives from.$69 

Commodore monitors from....$200 
A2000/A500 Chips from.$20 

A1200’s wanted for cash! 


Gamesmith 


Gamesmith NEW.$189 

Develop your games with this easy 
to use package. 


CD ROM Drives 


Sony Internal Quad Drives.$399 

Panasonic Extenal Quad Drive..$579 
Both these drives are multisession 
Kodak CD compatible , MPEG com¬ 
pliant with CD Boot run CD 32 
Games on an AGA Amiga. 

Squirell PCMCIA Interface 

For A600/1200.$159 

Software emulates CD 32 onA1200 

CD Boot.$69 

Runs most CD 32 games on an AGA 
Amiga. 


Maestro Modems 


28,800 V.34 Now available.$499 

Improved signal retention and 
higher speed connection under diffi¬ 


cult conditions. 

28,800 V.Fast.$399 

All with GPFax or IBM Software 
plus Internet Software. 

OCR Software.$129 


Zip Drives 


100 MB capacity on a 3.5 in floppy 
sized disk. Amiga SCSI version or 
PC parallel version. 

Zip Drive with 100MB disk.$399 


1 x 100 MB disk.$35 

Tripack 3 x 100 MB disks.$99 



Shipment delayed 

Due to overwhelming US demand , 
order now to secure your position. 


Amiga Games 


Pinball Illusions AGA, Aladden 
AGA, First Encounters AGA, Alien 
Breed 3D AGA, PGA Golf AGA, 
Sensible World of Soccer, Skeleton 
Krew AGA, TFX AGA, Dawn 
Patrol with book, Plus many more. 



CD 32 Games 


Speedball 2, First Encounters, Alien 
Breed 3D, Death Mask, King Pin, 
Super Skidmarks, Skeleton Krew, 
Syndicate, Shadow Fighter, Plus 
many more 


24bit Graphic Cards 


Cyber Vision 64 Bit Graphics Card 
for the A3000/4000 only 


with 2MB RAM. . $995 

with 4MB RAM. . $1195 


EasyLedgers v2 


Easy ledgers V2.Now only $299! 

Used and recommended by Ama¬ 
deus, a totally Amiga run business. 


Spreadsheets 


Turbo Calc V3.$Call 

Professional spreadsheet that un¬ 
leashes the number crunching power 
of your Amiga. 






















































I For many years I have been 
irked by people who categorically 
state that there is no good business 
software for the Amiga. True, 
there may be better programs on 
other computers, but you’d be very 
hard pressed to get anything as 
good as we enjoy for the money. 

This column is dedicated to 
covering programs which we used 
to call productivity titles - program 
that do real work. Wordprocessors, 
fax programs, database software, 
spreadsheets and the like. I’ll be 
sharing tips, providing updates on 
new versions, and generally chat¬ 
ting about how to make all the 
Amigas best business tools work 
together. 

Faxing 

In our office we have been fax¬ 
ing directly from our computers 
for some years. It’s amazing how 
many people don’t. If you con¬ 
stantly find yourself printing out a 
page only to fax it and toss the 
page away, you definitely qualify! 
If you’re also concerned about 
how well your business image con¬ 
verts into fax, sending documents 
directly from your desktop makes 
good sense. Faxes transmitted 
from your Amiga will look much 
better than faxes sent through a 
regular fax machine. 

For Amiga people, there are 
only a handful of good fax pro¬ 
grams. The most popular is GP- 
Fax. Although there are many 
things GP-Fax doesn’t do that I 
wish it would, it has a powerful 


AREXX interface that makes pos¬ 
sible a few nifty tricks. 

A short while back I knocked 
up a contact manager in CanDo. 
The reason for this was that I could 
not find a program on any comput¬ 
er that could do a fax merge. 

Today there are several on the 
PC, but they’re quite expensive. 
With GP-Fax and my CanDo pro¬ 
gram I managed to fax merge a 
three page letter design on Profes¬ 
sional Page with over 300 names 
and addresses. 

The fax transmission was then 
managed by the CanDo software 
talking to GP-Fax through 
AREXX. The entire program took 
about two days to perfect. 

So you see, faxing from your 
Amiga has all sorts of possibilities. 
At the very least you should be 
faxing letters created in your 
favourite wordprocessor. To fax 
you simply enable the fax printer 
driver (a tick box on the GP-Fax 
interface) and then choose print to 
dot matrix in your application. GP- 


A new monthly column 
for people who put their 
Workbench to work 
running major 
producivity applications. 

Fax responds with an appropriate 
list of possible phone numbers and 
hand holds you through the pro¬ 
cess. Once the fax is printed, GP- 
Fax chugs away in the background, 
resending if necessary to get the 
fax through. It works well much of 
the time. 

In-bound faxes are a little more 
clumsy. The idea of previewing 
each fax on screen before printing 
can get really tiresome once the 
volume of pages gets out of hand. 

So I also wrote a short AREXX 
script that simply prints all of the 
faxes currently in the FAX-IN 
drawer. After they’ve printed 
you’ll need to deal with them your¬ 
self. 


It’s easy to see if a fax went through to you, or from you. 
You can also manage your fax files from the log - big faxes 
you chew up a lot of drive space. 
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Mon Jun 26 17:38:48 

Amadeus 

8 

0/1 

MODEM.S 

Wed Jul 85 11:25M6 

Access Graphics 

92 

1/1 

OK 

Mon Jul 18 11:56:33 

092751818 

118 

1/1 

OK 

Tue Jul 11 16:17:47 

Amadeus 

466 

2/2 

OK 

Med Jul 12 15:35:01 

Peripheral World 

8 

8/2 

MODEM 

Med Jul 12 15:37:88 

Peripheral World 

0 

8/2 

MODEM 

Med Jul 12 15:41:46 

Peripheral World 

214 

2/2 

OK 

Med Jul 12 17:12:47 

892751818 

121 

1/1 

OK.S 

Med Jul 12 17:36:54 

Fonhof 

102 

1/1 

OK.S 

Med Jul 12 17:42:48 

8393788352 

188 

1/1 

OK.S 

Thu Jul 13 12:19:56 

5441873 
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8/1 

BUSY 
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Music & Sound 


Pyramid MIDI Interface. 

...$69 

MegaMix Master Sampler. 

...$89 

Bars and Pipes 2.5. 

.$389 

Deluxe Music 2. 

.$149 

Music X V2. 

.$199 

MegaMix Master Sampler. 

...$89 

Sunrize AD1012 Card. 

.$449 

MIDI Interface. 

....$69 

Paint & Animation 


Art Department Pro 2.5.$249 

Brilliance 2.$99 

Magic Lantern.$79 

Photogenics 1.2.$139 

Vista Pro 3.$89 

Lightwave 3D V4.$1299 

Personal Paint 6.1.$99 

Distant Suns 5.$99 

Scenery Animator 4.$99 

Adorage AGA.$149 

Image FX v2.1.$399 

Deluxe Paint V.$99 


CD 32 Units & Expansions 


CD32 Units.$299 

SX1 with Free AT Keyboard....$429 

SX 1 Bundle.$899 

SX1, 200MB Hard Drive, AT Key¬ 
board, Alfa Floppy Drive, Mega 
Mouse, Workbench disks. 

CD32 upgraded power supply...$129 


Competition Pro Joypad.$49 


Printers 


HP 4L Laser.$999 

HP 540 Inkjet.$599 

Epson Stylus Colour.$899 

Studio Print 2.$99 


All HP and Epson Consumables. 


Multimedia 


Helm.$150 

Scala MM400.$399 

Scala Echo.$269 

Video Director special .$99 


Hard Drives 


730MB 3.5in Quantum SCSI 2.$439 
1.08GB 3.5in Quantum SCSI 2.$899 

200MB 2.5in IDE Seagate.$299 

500MB 2.5in IDE Seagate.$599 


Accessories 


Octagon A2000 Controller.$299 


Alfa Data floppy drive.$159 

JEC high density floppy.$249 

Mega Mouse.$39 

Alfa Data Optical Mouse.$79 


Cyber Storm 


CyerStorm 060 50Mhz.$2599 


Now available for the A4000. Trade 
your existing 040 card. 


CD ROM Software 


Aminet Set 1-4.$69 

Aminet 6.$35 

3D Arena.$69 

Multimedia Toolkit V2 2 CDs.$69 

Fresh Fish Vol 9.$49 

Ten on Ten Pack -10 CD’s.$89 

Meeting Pearls 2.$49 

Illusions 3D.$29 

And many more! 


Workbench 3.1 Upgrades $Call 


Scanners & DTP 


Alfa Scan 800 with OCR.$339 

PageStream 3.h.$399 


A500/600 Expansions 


1MB RAM with clock.$149 

1/2MB RAM with clock.$69 

Alfa Power 500 HD controller..$199 
with 2MB RAM & 40MB HD..$449 


Digita Products 


Wordworth 3.1 release 2.$149 

Wordworth 3.1 Companion.$49 

Tutorial book packed with helpful 
ideas plus bonus clip art & font disk. 

Money Matters 3.$69 

Special whilst stocks last! Save $30! 

Datastore.$119 

Create your own easy to use data¬ 
bases in minutes. 

Organiser.$99 

Get organised with Organiser. Aus¬ 
tralian version with Aussie support. 


Utilities/Databases 


Power Copy Pro 3.03a.$39 

Dir Opus 5.$129 

Maxon Magic Screen Saver.$49 

PC Task 3.1.$119 

Gigamem 3.12.$89 

SuperBase Pro 4 vl.3.$299 

Disk Expander.$69 

TypeSmith v2.5.$199 


Microvitec Monitors 


Multisync 1438.$799 


30 Day Money Back Guarantee. We accept Bankcard, 
Visa, Mastercard and AMEX. Cheque, Money Order, 
Direct deposit or COD. Lay-By also available. 

































































































Software 


When you print to fax, this 
screen slides up over the 
current screen. From here 
you can schedule the time 
of the transmission, 
choose the phone number 
from a pop-up list and 
more - the Professional 
version, which is in the 
works, will allow 
attachments. 


To set this script up, type the 
listing on the right of this page into 
a wordprocessor and then save the 
file as a TXT or ASCII file into 
the GPFAX: directory. You must 
call the file FunclO.gpf. Now 
when you’re on the GPFax panel, 
pressing Shift-FlO will run the 
print all faxes script, resulting in 
each fax in the Fax-In drawer be¬ 
ing printed. 

That’s it! You can easily add 
all sorts of functions to many ma¬ 
jor Amiga applications, especially 
our favourite - Professional Page. 

SEND IN YOUR TIPS! 

If you have a good idea on get¬ 
ting more out of a particular appli¬ 
cation, send it in to be published. 
If it turns up in this column, we’ll 
grant you a FREE one year sub¬ 
scription to Amiga Review valued 
at $49! 

Macros, AREXX scripts, ex¬ 
amples of making applications talk 
to each other and tips or short cuts 
are the sort of thing we’re looking 
for. 

FAX (02) 565 1220 
or 

EMAIL pcreview@world.net 
or 

POST to Working WB 
Amiga Review Magazine 
PO Box 288 
Gladesville NSW 2111 


Send Printed File 



/* This script for Shift Function key 10 prints 

received faxes 

*/ 


say "Print All Faxes" 

options results 
address command 


7 cd gpfax:fax__ 

in' 

'list gpfax:fax__ 

>ram:printme Iformat~"%s%s"' 

address rexx_ 

gpf ax 

last = 1 

do until ~ last 


op = open( 

in,"ram:printme",Read) 

thefile - 

readln(in) 

if thefile 

~ = "" then 

do 

say "Printing" thefile 
printfax thefile 
say result 

end 


else 


do 

say "All Faxes Printed" 
last = 0 

end 


end 


say "Goodbye..." 
call close in 


/* 

address command 


'delete' "ram:printme" 

address 

*/ 
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Making a letter 
in Word worth 


By Jai Cowan 


11 have been using Wordworth 3.1 
for quite some time now and have 
found it to be an excellent pack¬ 
age. Wordworth’s powerful fea¬ 
tures are easy to access, but this tu¬ 
torial aims to show the average 
Wordworth user how to actually 
use these features to create eye 
catching documents. 

Firstly I’ll start by showing you 
how to make a good looking letter 
template. Fire up Wordworth and 
bring up the drawing tools window 
by either clicking the button on the 
tool bar (if you’re using it) or se¬ 
lecting the View/Drawing tools 
menu item. This should display a 
window with several buttons in it 
(See Fig 1). 

Click the Text box button and 
drag out a box big enough to hold 
your address and details in the top 
right hand corner of the page. 
Click somewhere inside the box 
and type your name, address and 
phone number, or whatever you 
want to put there. 

If your Amiga has a battery 
backed clock, you can use the up¬ 
dating date feature of Wordworth. 
Select the Edit/Insert menu item, 
pick the "insert updating time" op¬ 


tion, and then click insert, then 
Done to leave the Insert menu. 

Wordworth should have insert¬ 
ed {-DATE-} in your text box (Fig 
2). This will tell Wordworth that 
you want the date, in whatever for¬ 
mat you’ve selected in Prefer¬ 
ences, printed there. Be sure to 
leave enough room for the date in 
the text box; if you haven’t, just 
make the box bigger by dragging 
the black handles out. You can 
drag and drop the updating date 
like normal text, and put it wherev¬ 
er you want. 

You can type Attention or Dear 
at the start of the document if you 
like, leaving a space for the recipi¬ 
ent’s details. Then you can do a 
few carriage returns and type yours 
sincerely and your name. You can 
also draw a line (see Fig 1) to sign 
your name on; if you really want to 
show off your propellorhead abili¬ 
ties, you can use a paint program, 
draw your signature on a white 
page with a black pen, grab it as a 
brush, import it into Wordworth 
and place it on the line, so you 
don’t even have to sign the print¬ 
out! If you’re richer, you can scan 
a real signature, which is a lot easi- 
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Picking your password 

I As online information services 
become more capable and more 
popular, the possibilities for the 
adventurous cyber-miscreant be¬ 
come more and more enticing. The 
problem with online services, from 
a security standpoint, is that if you 
have someone’s user name and 
password, you are that person. 
Since you’re far away from the site 
of the machine your modem con¬ 
nects to, there’s no other way for it 
to ascertain that you are, in fact, 
you. 

In the olden days, this was not 
a very big deal. If your password 
on a FidoNet bulletin board gets 
hacked, the person who hacked it 
can send some abusive mail to 
people, download a load of files on 
your account and leave you with 
mis-set up-to-here bookmarks in 
the file and message areas. 

Change your password, explain 
the situation to the sysop and any¬ 
one else affected, make plain that 
the bad boy got your password via 
means other than being told it by 
you (The Big No-No) and all is 
well again. It’s annoying, but it’s 
on a level with getting your car 
scratched, not with getting your 
house torched. 

But now we’re careening head¬ 
long towards online banking, on¬ 
line shopping and who knows what 
else. If someone gets control of 
your account on this sort of ser¬ 
vice, he can, if clever, steal all 
your money. If dumb, he can still 


bet half your money on a 10,000 to 
1 long shot and spend the rest on 
having gravel delivered to your 
front lawn. 

This is starting to get pretty 
close to that destroying- your-life 
line, isn’t it, folks? 

Don’t Panic 

Of course, at present, none of 
this is possible. Online banking 
and shopping aren’t really happen¬ 
ing yet, and when they do happen 
they’ll have better security precau¬ 
tions than a lil’ of username and 
password. Probably a big of user- 
name and password. But even as 
things stand today, hijacking 
someone’s Internet account can 
cost them a whole load of money, 
if you stay online for ages and 
leech tons of files. 

What can you do about it? Glad 
you asked. The one big thing you 
have to defend yourself and your 
account from cracker attacks 
(hackers are clever programmers, 
crackers are people who break into 
computer systems) is your pass¬ 
word. If your username’s drutter 
and your password’s rutterd, you 
are doing the online equivalent of 
leaving your front door open with 
a flashing neon sign over it saying 
"Free Gear". 

The attitude to take when pick¬ 
ing your password is reasonable 
paranoia. That is, assume the Big 
Bad Cracker Monster’s after you 
and take as many steps to foil it as 
you can without being silly. In the 
real world, it’s not terribly likely 
that the average user’s going to get 
hacked - and heck, if you’re using 
CompuServe you get given a pass¬ 
word anyway - but it certainly 
doesn’t hurt to use sound practice 
when picking your password. 

Do not use your login name 
backwards. Do not use your date 
of birth, or your Significant Oth¬ 
er’s, forward, backward or any 
other way. No phone numbers, 
street numbers or names, number¬ 


plates, rude words. All far too ob¬ 
vious. 

Don’t use a password you al¬ 
ready use somewhere else, espe¬ 
cially if that somewhere else is a 
less secure system, like a plain old 
bulletin board system. If somebody 
cracks the insecure system and 
steals all the names and passwords, 
then gives them away on the Inter¬ 
net to thousands of other crackers, 
your security level everywhere else 
you use that password has just 
dropped from fireproof safe to wet 
paper bag. 

Let’s say my sanity deserts me 
and I decide to use "daniel" as my 
password. To a creature from an¬ 
other planet with no knowledge 
beyond the Roman alphabet, this 
looks like six letters picked from a 
26 character set, for a total number 
of equally probable possible com¬ 
binations of 26 to the power of 6. 
This is 308,915,776 possibilities to 
check, for someone who happens 
to know how long the password’s 
meant to be. Pretty secure, eh. 

And, to a casual observer, some 
nefarious Norwegian netsurfer 
who doesn’t know what my first 
name is should have a heck of a 
time cracking my account. What’s 
he going to do, just make like 
some whizkid from a lousy 80’s 
computer dweeb movie and type 
all night? 

No. 

He’s going to use a cracking 
program. 

Tools of the trade 

Cracking programs are special¬ 
ly designed software that chooses 
words and/or phrases from presup¬ 
plied lists (the "dictionary"), ma¬ 
nipulates them as ordered and au¬ 
tomatically pumps them into what¬ 
ever’s being cracked. 

If you’re a cracker with a dic¬ 
tionary-equipped password finder, 
you’ll have in that dictionary, 
among other things, a list of the 
7000 or so common given names, 
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er and more expensive than trying 
to write on a screen with a mouse. 

There you have it, a letter tem¬ 
plate (Fig 3). Now select Pro¬ 
ject/Save As and you’ll see a win¬ 
dow asking you what file format 
you want to save as. Double click 
the Wordworth Template option, 
and then call it "letter" and click 
save. 

Now, when you select new doc¬ 
ument, the template menu will 
come up (see Fig 4). You can se¬ 
lect letter and your template will 
be loaded into a new document; all 
you have to do is enter the details 
of the person you’re sending it to 
and the message. Wordworth does 
the rest. You can save the fille out 
template like any other document. 

I’m sure you’ll be able think of 
a few more templates to make up - 
envelope, paper aeroplane, pot 
plant label, even stickers to put on 
your disks. Experiment! 
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Fig 3 



Fig 4 
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in which Daniel certainly appears. 
You’ll have the data in minutes, 
even if you don’t know my name. 
And the cracker will automatically 
check "leinad" as well, in case 
you’re wondering. 

And a clever dictionary attack 
program doesn’t just run through a 
huge list of words in sequence. It 
starts with the common ones - 
names, places, expletives. If it’s a 
really snazzy job, its dictionary 
will go way, way further than just 
listing words. It’ll have film scrip¬ 
ts, song lyrics, bumper stickers, 
political speeches, religious books 
- you name it. If you think "We’re 
on a mission from God" is hard to 
guess, think again. 

The reason dictionary-assisted 
cracking works is that passwords 
aren’t random, not by a long chalk. 
If you choose a more random pass¬ 
word, the chances of a dictionary- 
wangling cracking program getting 
into your account drop dramatical- 

•y- 

If you use upper and lower 
case alphabetic and numeric char¬ 
acters (62 characters total) and al¬ 
low passwords five to eight char¬ 
acters long, there are about 222 
trillion possible combinations. 
Even more, with punctuation and 
other characters, but this’ll do for 
now. 

If you assume you’re on a nice 
friendly system that lets you do a 
dud login as many times as you 
like without asking for a fresh 
username, and you’re using a 
cracking program that generates 
passwords as fast as they can be 
fired down your magical 100% ef¬ 
ficient 28,800 bps modem link, 
then in order to scan all of the pos¬ 
sibilities for a given username 
you’ll have to be connected for on¬ 
ly 967,000 years or so. With a one 
megabit per second ISDN link, 
you’ll be done in about 28,000 
years. Cool. 

It doesn’t matter if brute force 
random assault password cracking 


systems get ten times better, or a 
hundred, or a thousand, or a mil¬ 
lion. They’ll still take too long to 
crack a properly random password, 
especially if the password input’s 
restricted to five characters a sec¬ 
ond - a simple way to bog down 
superfast password scanning pro¬ 
grams. 


“The best 
passphrases are 
unprintable ! 99 


So simple random passwords 
are pretty secure - but this doesn’t 
make ’em convenient. Who the 
heck uses uBTvnG3K as their 
password? How are you going to 
remember that without writing it 
down on a bit of paper (another 
Thing Not To Do)? 

The easiest way to come up 
with a password is to use some¬ 
thing obvious, but this is also the 
dumbest way. The trick is to come 
up with something that’s rea¬ 
sonably secure, but not so secure 
that you have to tattoo it on your 
arm to remember it. 

On low-importance systems 
(Fido boards and the like) feel free 
to use simple, random, single 
words. Frog. Potato. Phlegm. Not 
very guessable, on systems that let 
you try three times then hang up 
on you; a potential cracker would 
need phenomenal patience and 
very little else to do with his time. 
But if you’re logging onto your 
friendly university UNIX system 
or picking a password to use with 
your Internet service provider, put 
in more thought. 

Some systems incorporate 
password checking programs that 
have their own dictionaries, and 
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check the password you want to 
use. If it’s too guessable, they tell 
you to have another go. They are 
affectionately referred to as "fas¬ 
cist" password programs. But you 
can do better than just fishing for 
words until one passes the fascist - 
especially if you’re allowed to use 
a passphrase - a long password. 

Passphrases 

Recently, a new use for pass¬ 
words has become popular - en¬ 
cryption. With the spread of PGP 
(Pretty Good Privacy), anyone can 
now do reliable public key encryp¬ 
tion of sensitive data and send it 
over public networks, secure in the 
knowledge that nobody who 
doesn’t have Elvis in cold storage 
on the moon can crack the code. 

With public key encryption, 
you give everyone your public 
key, which is a string of characters 
used to encode data to send to you. 
You guard your private key with 
your life, because that’s the only 
sane way to decrypt the data. The 
maths is of course horrifying, but 
the concept is simple. 

But if someone can guess the 
passphrase (like a password, only 
longer) you use to generate your 
private key, they’ve got your data. 
So if you use "foo" as your 
passphrase, and someone wants to 
crack it, you’re toast. There’s actu¬ 
ally a nifty UNIX program called, 
inventively, Crack, whose sole 
purpose is busting password secu¬ 
rity. Get the encrypted file you 
want to crack (by default, Crack 
works with the UNIX crypt() algo¬ 
rithm, but it can be rerolled to 
crack others), specify in consid¬ 
erable detail the kinds of pass¬ 
words to try, and let ’er rip. 

Naturally, other cracking pro¬ 
grams have popped up too, each 
more ingenious than the last; the 
less random your password, the 
more vulnerable you are. The 
password is well and truly the 
weakest link in the chain. 
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Entropy 

The mathematics of encryption 
is baroquely complex. I do not pre¬ 
tend to understand it. But I do 
know, because I’ve read it several 
times, that password unguessabil- 
ity and, hence, system security, is 
all bound up in the concept of en¬ 
tropy. 

Entropy, or "hard-to- 
guessness", is what you’re aiming 
for in a password. Entropy is also 
used to judge the apparent random¬ 
ness of the output from an encryp¬ 
tion program; the more random the 
output looks, the harder it is to turn 
back into the original data without 
the proper key. 

Now, if an encryption system is 
infinitely entropic, it’ll produce 
genuinely random output, and it 
will be impossible to reconstruct 
the original data. So, even though 
the output of cutting-edge encryp- 
tors may seem to be random, it’s 
not. There’s a structure in there. 
And if you’ve got a brain the size 
of a planet you could figure it out. 
But since you probably don’t - and 
you probably also don’t have ac¬ 
cess to National Security Agency, 
make-deals-with-aliens kinds of 
cryptographic facilities - a much 
easier way to get the original infor¬ 
mation is to simply crack the pass¬ 
word. 

Unless the encryption system’s 
been built from scratch, which is 
not terribly likely, you can get hold 
of the encryption algorithm they 
use and hurl passwords at it until 
one works on the thing you want to 
decrypt. 

An ideal password is a string of 
totally random characters. But a 
string of totally random characters, 
especially a fairly long one, is as 
I’ve said before something of a sod 
to remember. But you CAN foil 
dictionary attacks without making 
a password that looks like a chunk 
of machine code. The technique I 
like most is called "shocking non¬ 
sense". 


A shocking nonsense pass- 
phrase is a sentence which doesn’t 
make much sense, but nonetheless 
contains the kind of thing you’d 
never actually say out loud. Dirty 
words, highly politically incorrect 
sentiments, ungrammatical struc¬ 
ture, you get the idea. Holler it in a 
public place, get arrested. 

The whole idea of a password, 
though, is that you and you alone 
know it. Who cares how obscene 
or ridiculous it is, if you’re never 
going to tell anyone. And a 
dictionary searcher’d have to be 
pretty dam good to get "Beagles 
twirl widdershins up my saxo¬ 
phone". And you’ll have some 
trouble forgetting it. 

Big numbers 

The idea here is to get the ran¬ 
domness of your password close to 
the randomness of the system be¬ 
ing used to encrypt the data - 
which can be very, very high in¬ 
deed. For example, the DES (Data 
Encryption Standard) system has 
about 55 "bits of entropy", or 
something like 40 quadrillion pos¬ 
sible keys, whereas the more pow¬ 
erful IDEA system has about 128 
bits - a staggering 350 billion 
quadrillion quadrillion keys. Ran¬ 
dom-guess cracking IDEA on a 
steaming fast system that tries a 
million keys a second would take 
you long enough to walk about 200 
trillion light years. I could put the 
number of years in here, but it’d 
just annoy the typesetters. 

Getting a typeable password to 
equal this brainmeltingly unguess- 
able level is not as preposterous as 
it sounds - a 22 character random 
password from the alphabetic plus 
numbers character set I used above 
will do it - and making it 
memorable can be done, too. 

Say you compose your non¬ 
sense phrase by dictionary¬ 
browsing, picking words pretty 
much randomly from, say, 100,000 
of the suckers. A five word pass¬ 


word will thus have something in 
the order of ten trillion trillion pos¬ 
sibilities, disregarding rules of 
grammar; with eight words you’re 
up around the same horrifying 
unguessability as IDEA provides 
internally. Use ten words and 
you’ll give yourself enough leeway 
to make it grammatically mem¬ 
orable. 

And with modem systems you 
don’t have to type a passphrase in 
every time. Macros, login scripts 
and whole command line covering 
shells are proliferating in the com- 
ms and encryption world, to the 
point where not many Com¬ 
puServe users actually remember 
their password at all - they just 
click the icon and they’re away. 

Of course, anyone else who 
clicks the icon is now officially 
them, but keeping others physical¬ 
ly off your computer is a whole 
’nother ballgame. 

Following up 

So you’ve made a secure pass¬ 
word. Hooray for you. Now keep it 
secure - don’t scribble it on the 
back of your uni ID card, don’t 
type it with anyone peering over 
your shoulder, don’t tell your mate 
so he can log in as you and peruse 
your collection of Anna Nicole 
Smith pictures. 

This last - telling people - is ex¬ 
pressly forbidden by every system 
with an ounce of sense, and for 
very good reason. Sharing pass¬ 
words is like promiscuous sex - 
you’re not just sharing your pass¬ 
word with the one person you tell, 
you’re sharing it with anyone that 
person thinks is safe to tell, or any¬ 
one that manages to con it out of 
anyone that gets told. All you need 
is one dishonest person somewhere 
down the line and presto! Your ac¬ 
count now belongs to J. Random 
Cracker! Simple solution - Trust 
No One, at least with your pass¬ 
word. 

□ 
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Making the most of AMOS 
3D - Final Instalment 

I Firstly, a warm thankyou to Miss 
Ranford for her patience and sup¬ 
port (Beta Tester!). 

Welcome to the final chapter. 
Sorry about the delay; I realise it 
may have put a spanner in the 
works, but by now you should 
have the essential part of the entire 
game. 

What follows is a discussion on 
enhancements to the program, that 
don’t necessarily need to be added, 
but improve the gameplay some¬ 
what. 

Firstly, insert the following 
procedure at the bottom of your 
program. This generates a power- 
up every time you destroy a tank. 
This actually affects gameplay, be¬ 
cause you must venture forward to 
collect the power-up, putting you 
at risk of being shot. 

(See Listing 1) 

(Note: if a line 9 s been wrapped to 
the next one there 9 s a •> to indi¬ 
cate it) 

The procedure uses modes, so 
that only the required function of 
the procedure is used (a speed in¬ 
crease). The first part of the proce¬ 
dure, if MDE is set to -1, causes all 
existing power-ups to be erased, 
ready for the next wave. 

Power-ups use objects 7-9. The 
next part of the procedure, if MDE 
is set to 0, causes a new power-up 
to be created. Firstly, the FOR- 
NEXT loop checks through the ar¬ 
ray POW() for a free space or 


POW(W)=0. This limits power- 
ups to three at a time. Believe me, 
this is more than enough! 

A random number is generated 
to decide on the power-up to be 
created, and then based on the 
number, OBJ$ is set to reflect to 
"object name" as stored on your 
disk. NOTE: These names must be 
exactly the same as the name of 
your corresponding object. Tutori¬ 
al #2 clearly outlines the names at 
the beginning (including under¬ 
scores " _"). 

Note that power-ups 4-6 use 
the same "object name", and fol¬ 
lowing this POW _ NM$(W) is set 
to reflect the differences, as they 
look the same on the battlefield. 
POW _ NM$(W) is displayed next 
to the object when you play, so 
you could change the names to 
anything you want as long as it de¬ 
scribed the power-ups’ abilities. 

Finally the object instance is 
created at the coords of the tank 
that was destroyed, the power is 
given its own set of coords, and Td 
Angle B NOS causes the object to 
rotate on the spot continuously. 
From there it jumps to EX _ RE¬ 
GEN. This is really bad practice, 
but it stops the FOR-NEXT in its 
tracks when an object is created (a 
speed increase). 

The next condition of MDE 
when set to 1 does two things; it 
checks to see if you are invulnera¬ 
ble and if so shows you how many 
cycles you have left of invulnera¬ 
bility, and it checks the proximity 
of the power-up to your tank. The 
scores are obvious, the DAM is re¬ 
set to full, your gun damage level 
increases or you are given 50 cy¬ 
cles of invulnerability. The invul¬ 
nerability could be increased, but 
its current level allows you to ei¬ 
ther attempt a rampant attack on 
an enemy nearby or move out of 
firing range. 

If a power-up is close enough 
you get its attributes, it is killed off 
and a free space is cleared for a 


new power-up. The next part of the 
routine applies to power-ups 4-6, 
and merely displays the name of 
the power-up on the screen. 

It is conceivable that you could 
add new power-ups. You don’t 
have to type this bit in. For exam¬ 
ple, to add a smart-bomb do this: 

1. Change R=Rnd(5)+l to 
R=Rnd(6)+l 

2. Change If R=4 or R=5 or R=6 to 
include or R=7 

3. Add the line If R=7 : POW _ 
NM$(W)= "SMARTBOMB" : End 
If 

4. To reflect the power-up, below 
Play 10,1 add: 

If POW(W)=7 

For P=2 to TANKS+2 : _ KILL 
•>_ TANK(P)=1 : Next P 
Boom : Colour 0,$fff: Wait 5 : 
•o-Colour 0,$335 
End If 

Now save your program and 
read on. Been making back-ups, 
haven’t we? Now go to the MAIN 
loop and after the line: 

GROUND 

insert: 

POWER _UP[ 1,0] 

Open the Procedure KOLLI- 
SIONS[OBJl] and after the lines: 

If OBJ _ CLASS(MEM2)= 1 
Td Object MEM2,"tank", 
•*XM+3000-Rnd(6000), 

•oB,ZM +3000+Rnd(6000), 0,0,0 

insert: 

POWER _UP[0,MEM2] 

Now go to the top of your pro¬ 
gram and type in: 

Dim POW(20), POW _ NM$(20) 
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Figure 1.0 The jeep has surface maps that use a transparent ink 
to create the tyres and the window. 


Global POW(),POW _ NM$0, INVULN 

Remember to keep your DIM’s 
and GLOBAL’s separate. Save 
and run the program. Destroy a 
tank and it yields a power-up spin¬ 
ning in front of you. Move over 
the power-up, a tone will sound 
and the power-up takes effect. No? 
Go back and check for spelling 
mistakes. 

Multi-views 

Next up is the VR-view change 
system. There will be five views of 
your tank. The five views are "thru 
the barrel" (the default), "turret 
command", slightly behind and 
above the tank, helicopter view 
and finally a satellite view. The 
satellite view makes hiding behind 
objects easier but also makes the 
game easier to play. I’ve kept the 
height of this view low enough 
that you can’t see too far around 
you, forcing you to switch to other 
views to target distant enemies. 

What are you waiting for? Start 
typing. This procedure goes in at 
die bottom of the program. Re¬ 
member to select "Close All" as 
you finish typing in each new pro¬ 
cedure. When there are no bugs, it 
makes it easier to find your way 
around the program listing. 

(See Listing 2) 

There are two modes of opera¬ 
tion for this procedure. MDE=0 
moves the viewpoint (object 0) in- 


in the world coordinates (most 
moves made with the joystick af¬ 
fect viewpoint 0), and moves the 
viewpoint back so that you get a 
third-person perspective. 

The second mode of operation, 
MDE=1, puts the viewpoint (ob¬ 
ject 0) back into place for the next 
joystick manoeuvres. Now go to 
the MAIN loop and after: 


Open the MOVE _ PLAYER rou¬ 
tine, and just below A$=Inkey$ 
type: 

If A$="": Add VW _ MODE, 1,0 
•»to 4 : End If 

Next, open the INITIALISE 
routine and search down the listing 
for: 


TERRAIN _ MANAGER 
End If 

type in: 


WVE=0 


and type in under it: 


to a position offset from your tank 
(object 19). The first two views 
use the mouse pointer as a gun- 
sight. Note that the first VW _ 


VR_MODE[0] 

Next go down to just after 


Change Mouse 2 

Td Object 19,"tank" ,0,0,0,0,0,0 

Td Set Colour 19,2,12 


MODE condition, when set to 0, 
moves object 19 -600000 VLU’s 
below. This is because you are in¬ 
side the tank and wouldn’t see it 
anyway. 

To speed up the update speed, 
it makes sense to move object 19 
well away from the viewpoint. The 
routine is straightforward and just 
moves object 19 to where you are 


GROUND in the MAIN loop and 
type in: 

VR_MODE[l] 

Go to the top of the program 
and type in: 

Global VW _ MODE, YM, AM 


And there you have it. Save the 
program and run it. Pressing the 
space bar shuffles through the 
views, and you can control the 
tank in any one. It’s possible to ex¬ 
ploit this system to have a POV 
missile controlled by the joystick. 

You need a new VW _ MODE 
to be set at 5. In the MOVE _ 
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IF(X+1)AND(J+ 


OUTPUTfB 
LETToTfl 
END IF 



PBOOBAMMINO 


Procedure POWER _ UP[MDE,0BJ1J ¥ I 

if MDE*-1 j Rem erase all power-ups 
For W=1 To 3 
. . If POW(W)<>0 

Td Kill W+6 : POW(W)-0 
End If 
Next W 
End If 

If MDE=0 : Rem make new powerup 
For W=1 To 3 
If POW(W)=0 
NOS=*6+W 

POW NM$(W)="" 

R=RnH(5)+l 
POW(W)=R 
If R=1 

OBJ$«"score _ 250“ 

End If 
If R=2 

OBJ$«"score _ 500" 

End If 
If R=3 

OBJ$«"score _ 1000" 

End If 

If R=4 or R=5 or R=6 
OBJ$="power __ up" 

End If 
. If R—4 

POW _ NM$(W)="SHIELD" 

End If 
If R=5 

POW _ NM$ (W) ="GUN POWER" 

End If 
If R=6 

POW _ NM$ (W) INVULNERABLE" 

End If 

Td Obj ect NOS,OBJ$ , OX(OBJ1),0,OZ(OBJ1),0,0,0 
OX(NOS)“OX(OBJ1) 

OZ(NOS)=OZ(OBJl) 

Td Angle B NOS,"(1,-3500,1)L" 

Goto EX _ REGEN 
End If 
Next W 
EX REGEN: 

End If 

If MDE=1 : Rem handle power ups 
If INVULN> 0 

Text 30,30,"INVULNERABLE:"+Str$(INVULN) 

Dec INVULN 
End If 

For W=1 To 3 
If POW(W)<>0 
RANGE=999999 
NOS=6+W 

TD _ RANGE[0,NOS,0] 

If RANGE<800 
Play. 10,1 
If POW(W)=l 

Add SCORE,250 
End If 
If POW (W) —2 

Add SCORE,500 
End If 
If POW (W) =3 

Add SCORE,1000 
End If 
If POW (W) =4 
DAM=20 
End If 
If POW (W) =5 

Add GUN _ DAM, 5 
Add SCORE,! 

If GUN _ DAM>40 
GUN _ DAM=40 
End If 
End If 
If POW (W) =6 
INVULN=50 
End If 

POW(W)=0 : Td Kill NOS 
End If 
End If 
If POW(W)>3 

Xl=Td Screen X(OX(NOS),0,OZ (NOS)) 

Yl=Td Screen Y 
If Xl>-1 and Yl>-1 

Text Xl+10,Yl-20,POW _ NM$(W) 

End If 
End If 
Next W 
End If 
End Proc 


Rem Thru The Barrel 


Listing 2 


Procedure VR _ MODE[MDE] 

If MDE=0 

If VW _ MODE : 

Show On 

X Mouse=131+160 

Y Mouse=42+100 

Td Move Rel 19,XM,-600000,ZM 
End If 

If VW _ MODE=l : Rem Turret Command 
Show On 

X Mouse=131+160 

Y Mouse=42+100 

Td Move 19,XM,YM,ZM : Td Angle 19,AM,BM,CM 
Td Forward 0,-90 : Td Move Rel 0,0,110,0 
End If 

If VW _ MODE=2 : Rem Behind and Above 
Hide On 

Td Move 19,XM,YM,ZM : Td Angle 19,AM,BM,CM 
Td Forward 0,-1000 : Td Move Rel 0,0,300,0 

•40,19 

End If 

If VW _ MODE«3 : Rem Helicopter view 
Hide On 

Td Move 19,XM,YM,ZM : Td Angle 19,AM,BM,CM 
Td Forward 0,-3000 : Td Move Rel 0,0,500,0 

•40,19 

End If 

If VW _ MODE=4 : Rem Satellite view 
Hide On 

Td Move 19,XM,YM,ZM 
, Td Forward 0,-4000 

•40,19 

End If 
End If 

OX (I9) —XM : OZ (19) =ZM 
If MDE=1 

If VW _ MODE< > 0 

Td Move 0,XM,YM,ZM 
End If 
End If 
End Proc 


Td Face 


Td Face 


Td Angle 19,AM,BM,CM 
Td Move Rel 0,0,10000,0 


Td Angle 0,AM,BM,CM 


Td Face 


Procedure CREATE _ ZOOM _ SPRITES 
Screen 0 
Curs Off 
Cls 0 

Colour 5,$F00 
Colour 6,$333 
Ink 5 

Polygon 5,5 To 3,3 To 8,5 To 11,1 To 15,8 To 19,11 To 10,8 
•*To 5,15 

X=42 : Y=*32 
IMAGE=1 

< For P=1 To 15 

Cls 0,110,90 To 200,160 

Zoom 0,0,0,20,15 To 0,150,100,150+X,100+Y 
Get Bob IMAGE,150,TOO To 150+X,100+Y 
Inc IMAGE 
X=X-2 : Y-Y-2 
Next P 
Cls 0 

Ink 6 : Circle 10,10,10 : Set Pattern 2 

Ink 6,0 : Paint 10,10 

Ink 0 : Circle 10,10,10 

Ink 6,1 

X—32 : Y=32 

For P=1 To 15 

CIS 0,110,90 TO 200,150 

Zoom 0,0,0,20,20 TO 0,150,100,150+X,100+Y 
Get Bob IMAGE,150,100 To 150+X,100+Y 
Inc IMAGE 
X=X-2 : Y=Y-2 
Next P 

SPR __ LEN=IMAGE -1 
SPR _ SZE=15 
Set Pattern 0 
End Proc 
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tF (X+l) AND (J+ 
OUTPUT CB 
LET T = T+l 
END IF 


PROGRAMMING 


Procedure _ DO _ EXP [MEM2, MDE] 

If MDE=0 : Rem generate smoke . 

For W=0 To 5 

If _ EXPL (W, 0) =0 and OBJ _ CLASS (MEM2) <> 0 
_ EXPL(W,0}=15 ' • * 

_ EXPL{W, l)s=Td Position X(MEM2) , : , * 

_ EXPL(W,2)=0+Rnd(300) 

_ EXPL(W,3)=Td Position Z(MEM2) 

^ EXPL.(W# 4) -Rnd( 1) : Rem flip image or not 
Pop Proc 
■ d- End/ 

Next W 
End If 

If MDE=1 : Rem do smoke 

For W=0 To 5 r 

If _ EXPL (W, 0) >0 

Dec EXPL(W,0) ■ . V.*.' 

Add EXPL (W* 2),50 Rem makes smoke rise 
X=Abs (XM-„ _ EXPL (W, 1)) 

Y=Abs(YM- EXPL(W,2)) 

Z=Abs(ZM- 3 EXPL{W,3)) 

RANGE—X+Y+Z 

If ^ EXPL(W,0)=rl4- . . ' ■ , 

■ SPR^0' # d''; :-I^ 

Else 

SPR—15 • ^ ; :' v : : 

End If . 

If RANGE/5D0>.SPR SZE 
IMAGE-SPR+SPR ^SZE : 

Else 

IMAGE=SPR+ (RANGE/500) 

End If 

Xl«Td screen X ( _ EXPL <W, 1), _ EXPL (W,2), 

Yl=Td Screen Y :J 

If IMAGE<1 or IMAGE»S PR _ LEW ' H 

; dd . ■ .; ;: iid 1 r IMAGE=I dd. 'i.' : ; ■ : ’“i>■ id' : ;< v:- dd.: ;r^r::■ -d d 

End If , 

If Xl>-1 and Yl>-1 and Yl<175 : Rem screen clipping" 
If _ EXPL (W, 4) =0 ,:, Rem flip image 
. ' - Paste Bob XI ,Yl,Hrev (IMAGE) * 

paste Bob, XI ;Y1, IMAGE ’’ 

J - '.-End:If;- ! • ■':v”■: : ’ y- . -'/d*:; d 

- dElsey ' didlbddddf d-d-' 

_ EXPL(W,0)=0 

■v': ^ ddEnd If Bi - 

'<■■ d End : If dyddB-i dB-dd,. d- d-.. ' ' :■ : vi yiB-B ■' : 

: : 5 ; Next: w ;d-yd' tydvBrd;. ; dBy 

- End If .' , \ 

End Proc b 


Listing 4 

Rem free explosion 


Rem locate smoke in sprite bank 


EXPL(W,3)) 


iil 




PLAYERroutine, you need a by¬ 
pass if VW _ MODE is set to 5, to 
direct all joystick moves to the 
bullet object 20, plus adjusting the 
A$=" " test to allow VW _ MODE 
to go up to five. In the VR 
MODE[MDE] procedure, include 
a separate IF/ENDIF condition for 
VW _ MODE=5, and move Object 
0 to Object 20’s position and an¬ 
gle. If the bullet wasn’t on, it 
would place the viewpoint at the 
position of object 0 as a default. 

Beautifying 

Now onto sprucing up the 
graphics. The first one to change is 
the cockpit. This is just a discus¬ 
sion so you’ll have to consult your 
AMOS manual for specifics, but 
the basics are as follows, 

1. Run the game until you can 
move the tank around. 

2. Halt the program by pressing 
Ctrl-C. 

3. Press ESC while you can still 
see the game screen. You will be 
in Direct Mode. 

4. Type "Screen 0" and press re¬ 
turn. 

5. Type "Save Iff "<my- 
disk>:Demo.pic" and press return. 

You will now have a screen- 
shot of the exact position of the 
cockpit. The idea now is to load up 
your paint program, load the 
Demo.pic file and draw around the 
gauges as you like. You could go 
for metal plates, or wires, or any¬ 
thing. Save the image. 

6. Load your game, go into the 
INITIALISE procedure and just 
above 

Screen Open 1,320,256,16,Lowres 
type: 

Load Iff "<mydisk>:Demo,pic",2 


Screen Hide 2 
Now after 

Td Screen Height 200 
type in: 

Screen Copy 2,0,0,320,256 to 

•*0,0,0 

Screen Copy Logic(0) to Physic(0) 
•^Screen 0 

When the program runs, your 
new image will be in the cockpit. 
Some of the score and radar rou¬ 
tines may overwrite parts of your 
graphics, so go into the corre¬ 
sponding routine and adjust era¬ 
sures accordingly. 

Next we’ll move onto mixing 


sprites with 3do’s. The best way to 
implement this is by generating 
sprites when the game runs, but 
you could modify the graphics to 
suit your own taste, or genre. You 
can use the sprites to show smoke 
and fire when shooting an object. 
Many 3D games use this technique 
for explosions and gun fire. You 
could even digitise explosions to 
use as sprites. 

Firstly, copy the following pro¬ 
cedure listing at the bottom of 
your program. 

(See Listing 3) 


Next go to the top of the pro¬ 
gram and type: 

Dim _EXPL(5,4) 

Global _EXPL(),SPR_ 
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IF(X+1) AND (J+ 
OUTPUT CB 
LET T = T+l 
END IF 


PROGRAMMING 

•*LEN,SPR _ SZE 

Open the INITIALISE routine, 
and look for FLASHOFF. Follow¬ 
ing this, type: 

If Length(l)=0 

CREATE _ ZOOM _ SPRITES 
Else 

SPR _ LEN=Length(l) 

SPR_SZE=15 
End If 

Following that, type in this on¬ 
ly if you don’t have a custom 
demo.pic: 

Cls 1 

Save the program. The first 
part of this listing is directed at 
screen 0, because the sprites need 
to share the same colours, bit- 
planes and so on. The Polygon 
statement generates an explosion¬ 
like shape (not a very good one I 
admit), X and Y indicate the size 
of the shape to be zoomed, which 
is twice the size of the polygon, 
and then the FOR-NEXT loop fed 
with the dimishing X and Y coords 
clears the screen, zooms the poly¬ 
gon and grabs the image as a bob. 

The next part of the routine 
creates a circle, and fills it with a 
mesh that is transparent in places, 
and the FOR-NEXT loop zooms 
and grabs that image. This repre¬ 
sents the smoke sprite. 

Why all the zooming? Well, we 
want to show the explosions in re¬ 
lation to the 3D objects. If a tank is 
a long distance from the player, the 
smoke and explosion will be corre¬ 
spondingly smaller as well. Just 
trust me on this one, it looks great 
on the fly. 

Finally, the length of the sprite 
bank (bank 1) and the number of 
sizes for the sprites is set, for use 
with the explosion routine. Yep, 
that’s up next, so get cracking. 

(See Listing 4) 


Open the KOLLISIONS rou¬ 
tine and under Boom : Add OBJ 
•*. DAM(MEM2),-GUN _ DAM 
type: 

ForX=l To 1+Rnd(3) 

_ DO _ EXP[MEM2,0] 

NextX 

Look further down the KOLLI- 
SION routine for Inc _ KILL _ 
•oTANK(MEM2) and type: 

_ DO _ EXP[MEM2,0] 

Go back to the MAIN loop and 
just before GROUND type in: 

_ DO _ EXP[0,1] 

Save the program. The first 
part of the _ DO _ EXP[] proce¬ 
dure creates a smoke element 
when called for, such as when you 
hit or destroy an object. First, a 
free place is sought (there is a limit 
of six elements for speed). Next, 
the first part of the _ EXPL() array 
element W,0 is set to 15. This 
means the explosion will last 15 
cycles. Elements 1, 2 and 3 store 
the 3D coords of the smoke ele¬ 
ment, and element 4 decides 
whether to flip the image or not. 
This is just for visual variety. From 
there it Pop Proc’s. 

The next part of the routine is 
called at the end of the MAIN loop 
and reflects the changes of any 
smoke elements created. It checks 
the range to the player for size, 
flips the image if directed to, 
makes the smoke rise in the air and 
kills the smoke element of if the 
player is no longer looking at it. 

Now some house-keeping. The 
procedure FIREQ must be 
changed. There is a major change 
to made to FIREQ that increases 
the whole program’s speed of exe¬ 
cution. Firstly change the proce¬ 
dure name to: 


Procedure _ 

FIRE[OBJl,MDE] 

Note the addition of MDE, as 
this procedure now has two func¬ 
tions. Under the procedure name 
type in: 

If MDE=0 

and before the 2nd FOR-NEXT 
loop for Q type in: 

End If 

Under that line type in: 

If MDE=1 

and just before ENDPROC type in: 
End If 

This breaks the first part which 
creates a bullet with die second 
part which manages created bul¬ 
lets. It dawned on me that the bul¬ 
lets didn’t need to be managed for 
every object, but only when the 
objects had been checked. Hence 
the separation of functions. 

Open the FIRE[OBJl,MDE] 
procedure. Look down the listing 
for IF SHOT(Q)<>R and add: 

and _ KILL _ TANK(R)<> 1 

Look a few lines down for 

Bell : Add OBJ _ DAM(R),-EN _ 
GUN _ DAM 

and type on the next line: 

_ DO _ EXP[R,0] 

Also change Bell to Boom. 
Look further down for the line: 

IF RANGE<800 and INVULN<=0 
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and type in under the Boom state¬ 
ment: 

If VW_M0DE>1 
_ DO _ EXP[19,0] 

End If 

Open the INITIALISE routine 
and under: 

Shared OBJ$ 

type in: 

If Length(5)=0 : rem generate a 
rocket sound FX 
Reserve As Chip Data 5,5000 
For P=2 To Length(5)-2 Step 2 
Doke P+Start(5),Rnd(256) 

NextP 
End If 

NOTE: Make sure you type 
this in properly and save your pro¬ 
gram before executing it from now 
on, because the Doke statement 
changes memory in your Amiga. If 
it’s slightly wrong you can and 
will crash die Amiga. Be warned! 
Look further down for the line: 

Td Load "power _ up" 

and under it type: 

Td Load "jeep" 

Td Load "missile” 

Td Load "human" 

These load the new objects. 
Oh, you don’t have these objects 
yet do you? That’s OK - just keep 
typing and I’ll introduce them lat¬ 
er. Look further down for the line: 

For CLASS=1 to 12 

and change it to: 

For CLASS=1 to 15 


This allows the jeep, missile 
and human to be included in the 
object class list. More on this later. 
Look futher down for the line: 

’ rem initialise wave 

and under it type in: 

Td Move 0,0,0,0 
XM=Td Position X(0) 

ZM=Td Position Z(0) 

This places the tank back at the 
centre of the game domain every 
wave. Look further down for 

If HILLS>3 
HILLS=3 
End If 

and under it type in: 

JEEPS= 1+(WVE/3) 

If JEEPS>3 
JEEPS=3 
End If 

HUMANS=1+(WVE/3) 

If HUMANS>3 
HUMANS=3 
End If 

MISSILE=l+(WVE/3) 
IfMISSILE>3 
MISSILE=3 
End If 

This sets up the "seed" to gen¬ 
erate the new objects when the 
wave runs. Look futher down for: 

GENERATE _ TERRAIN [P] 
NextP 

and under it type in: 

POWER _ UP[-1,0]: Rem ini¬ 
tialise power-ups 

Finally, for this procedure any¬ 
how, under the final Data state¬ 
ment type: 


(F(X+1)AND(J+ 
OUTPUT ("B 
LETT~T+1 
END IF 
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’ jeep class 13 
Data 1,0,1,1,150,30,1,0,0 
’ human class 14 
Data 0,0,1,1,50,10,1,1,0 
’ missile class 15 
Data 1,0,0,1,500,10,3,0,0 

These are the object-orientated 
datas for the new object types. 
Save the program. Go to the top of 
the listing and type in: 

Global JEEPS, HUMANS, MIS¬ 
SILE 

Look for the Dim statement: 

Dim CLASS(12) 
and change it to: 

CLASS(15) 

This allows the array to acco¬ 
modate for the new object-types. 
Open the ABLE[MEM3] proce¬ 
dure; the first line should be 
changed to: 

If OBJ _ CLASS(MEM3)<>1 and 
OBJ _ CLASS(MEM3)<>13 

Look futher down for: 

If OBJ _ CLASS(MEM3)=1 

and add: 

or OBJ _ CLASS(MEM3)=13 

These statements allow the 
jeep to push objects around just 
like the tank. If you intend to 
adding objects that can push things 
around, their OBJ _ CLASS0 
must be accounted for in this pro¬ 
cedure. 

Now onto the new objects. 
Check out the picture to see what 
they look like. There is also the 
layout for the surface detail on the 
jeep (note that you must use the 
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j IF (X+l) AND (J+ 

OUTPUT <"B 

LETT-T+1 
END IF 

PROGRAMMING 

colour of the surface to make the 
cutaway-tyre trick work). 

The jeep is two cubes stuck end 
on end and a plane shaped to make 
the glass using tranparent ink for 
the see-through effect. The missile 
is a stretched pyramid with flat 
plane fins attatched to its vertices 
(I copied it from the OM Examples 
disk - so that’s where to find it!). 
The human is two planes shaped 
accordingly. You must save these 
objects as "jeep", "human" and 
"missile". 

Note in the INITIALISEroutine 
that the ROUND attribute is set to 
1, to make the human always face 
you. Also, the FIRE rule for the 
human and the jeep allows them to 
fire in any direction without hav¬ 
ing to turn. Basically, they use the 
same rule as the Gun _ mount. 

Next we must allow the missile 
to have a move, seeing as though 
the jeep uses the tank moves and 
the humans uses the tree move, we 
need to include a move for the 
missile. Also included are the two 
new moves, KAMIKAZE and 
EVASIVE, as discussed last time. 

Firstly, open the CLASS 
CHECK procedure and look for 
the first procedure call to 
FIRE[P]. Change this to 
HRE[P,0]. Now go to: 

IfOBBol 

If _ KILL _ TANK(P)=0 

and type on the next line: 

If OBB=15 : Rem missile 
NOISEfOBB] 

End If 

This makes a rocket sound if a 
missile is on the game domain. 
The Doke statement mentioned 
earlier was used to create the ran¬ 
dom "noise" in the sound bank 5. 
You can Bload your own missile 
sound into the Start(5) if you want 
to be creative. Look further down 


for the statement: 

If _FIRE_OK(P)=0 

and convert the lines of code to 
look like this: 

If _ FIRE _ OK(P)=0 and 
•*Rnd( 10) <=CLASS(OBB,7) 

_ FIRE _ OK(P)=-l 
End If 
_ FIRE[P,0] 


Just before the ENDPROC 
statement type: 

_FIRE[0,1] 

Open the SET _ MOVE[OBJl] 
procedure. This needs to be 
changed to stop the tank from 
moving if it’s out of range (some¬ 
thing I missed last time). At the 
very top type in: 

RANGE=999999 

MEM3=OBJl : TNK=OBJl : Rem 
•o-remember some conflicting 
•0-variables 

_TD_ RANGE[ 19,TNK,2] : Rem 
•o-get range to player’s tank 
OBJl=MEM3 

If RANGE<20000 : Rem move on¬ 
ly if range 

Now look further down for the 
line: 

Td Move Z 

•o^OBJl,"(l,"+Str$(DIFFZ)+",l)L" 
and under it type: 

Else 

Td Move X OBJ1,"(0,0,0)": Rem 
•^otherwise stop dead 
Td Move ZOBJ1,"(0,0,0)" 
SPD(OBJ1)=0 
End If 

Save the program. Now open 


GENERATE _ TERRAIN and 
look at the top of the code for these 
lines: 

Else 

OBJ$="cube": OBJ _ 

• 0 -CLASS(OBJ)=3 : Goto GEN _ 

•o-OBJ 

End If 

End If 

Directly underneath them type 
this: 

If Rnd(10)<JEEPS 
YM=10 : PR=0 : OBJ _ 
•*CLASS(OBJ)= 13: OBJ$="jeep" 
OBJ _ SPD(OBJ)=140 : OBJ _ 
•oTRN(OBJ)=10 
Goto GEN _ OBJ 
End If 

If Rnd(10)<HUMANS 
YM=-30 : PR=0: OBJ _ 
•*CLASS(OBJ)=14: 
•o-OBJ$="human" 

OBJ _ SPD(OBJ)=0 
Goto GEN _ OBJ 
End If 

If Rnd(10)<MISSILE 
YM=50 : PR=0 : OBJ _ 
•*CLASS(OBJ)=15: 
•o-OBJ$="missile" 

OBJ _ SPD(OBJ)=170: 
•*SPD(OBJ)=170 OBJ 
•oTRN(OBJ)=10 
Goto GEN _ OBJ 
End If 

These lines of code allow for 
the new object-types and create 
them if applicable. Their order 
over the subsequent objects mat¬ 
ters, and if you want to get past 
wave 5 you may wish to copy 
those lines of code under the lines: 

If Rnd(10)<LAKES 
YM=-150 : PR=-1 : OBJ 
•*CLASS(OB J)=7: 
•oOBJ$="swamp" 

Goto GEN _ OBJ 
End If 
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I say this because the humans 
and jeeps are rather tough! They 
can fire at you regardless of their 
direction, and they tend to fire 
constantly. This is where your use 
of obstacles comes into its own. 
Surprisingly, the tanks aren’t your 
biggest problem when these new 
objects appear; maybe you can 
find a way around this. My solu¬ 
tion of copying the code further 
down just reduces the chance of 
them appearing. Actually, the mis¬ 
siles are fun to shoot because they 
move at you fairly slowly, so may¬ 
be you could just copy the jeeps 
and humans down. Anyway: 

Moving the missiles requires a 
little bit of code in the 
MOVE[OBJl] procedure. Another 
change here is to allow the 
Kamikaze and Evasive manoeu¬ 
vres not shown last month! 

Firstly at the very top of the 
procedure type: 

Shared SET _ MOVE 
SET _ MOVE=0 

To the next line, If _ DO _ 
•©RADAR=4, add: 

and TASK(OBJ1)=0 

This aborts the routine if a tank 
is already busy with an existing 
move. Go to the top of your pro¬ 
gram and type in: 

Dim TASK(20) 

Global TASK() 

Now in the MOVE[OBJl] pro¬ 
cedure on the line after: 

If _ DO _ RADAR=4 and 
-oTASK(OBJl)=0 

type in: 

If OBJ _ CLASS (OB J1 )=15 : Rem 
•^missile 


Td Face OBJ1,0 

SPD(OB J1 )=OB J _ SPD(OBJl) 

SET _ MOVE[OBJl] 

TASK(OBJl)=5 

Pop Proc 

End If 

This faces the missile at the 
player and moves it forward using 
the SET _ MOVEQ procedure. 
Following those lines type in these 
lines: 

If Rnd(10)<=CLASS(OBJl,7) and 

•*YTELD<2 Rem test for 

•©►kamikaze 

SET _ MOVE=l 

TASK(OBJ1)=30 

End If 

Note the use of SET _ MOVE 
and TASKO. TASKO tells the 
move routines to ignore the tank 
while it’s executing a move. The 
next line should be changed to: 

If Rnd( 10)<=CLASS(OBJ 1,7) or 
•*SET _ MOVE=l : Rem new ad¬ 
dition 

and after these lines(they should 
be there already): 

If SPD(OBJl)<=OBJ _ 

SPD(OBJl) 

Add SPD(OBJ1),30 
End If 

SET _ MOVE[OBJl] 
type: 

If SET _ MOVE=0 : 
TASK(OBJl)=l : End If: Rem 
new line 

This is for the Kamikaze tactic. 
If the number of tanks remaining 
for a wave (YIELD) is less than 2, 
enemy tanks may choose to just 
head straight for you, guns blaz¬ 
ing! The routines for this are al¬ 
ready there - namely turn to face 


(F (X+l) AND (if 
OUTPUT ("B 
LET T = T+l 
END IF 


[ 'ey-ss*. j 
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the player, speed up and fire. By 
setting the SET _ MOVE to 1, the 
routines for "speed up" and "turn 
to face player" don’t have to pass 
the aggression test with 
CLASS(OBJl,7); they will do it 
automatically and for 30 cycles. 
Of course if the SET _ MOVE is 
still 0 (the tank is not kamikaze- 
ing) then assign TASKO to 1, so 
that next time around the tank can 
access the moves again. 

Now look down the program 
for the next SET _ MOVE[OBJl] 
statement and under it type: 

If SET _ MOVE=0 : 

TASK(OBJl)=l : End If: Rem 
new line 

Directly following this is an 
End If, and the next line should be 
amended to read: 

If Rnd(10)<=CLASS(OBJl,7) or 
•*SET _ MOVE=l : rem line 

This is a bypass if the tank is 
kamikaze-ing. Under the line: 

Td Angle BOBJl," 
(l,"+Str$(TURN*182)+ 
","+Str$(TRN_SPD_DE- 
LAY)+")" 

type in: 

If SET _ MOVE=0 : 

TASK(OBJl)= TRN _ SPD _ DE¬ 
LAY : End If: Rem NEW LINE 

Now * above * the last End 
If statement before End Proc type 
in: 

Else 

If Rnd( 10)<=CLASS(OBJ1,7) and 
•©►SET _ MOVE=0 and VW _ 
•©MODE<3 

If OBJ _ CLASS(OBJl)<>15 and 
•©TASK(OB J1)=0 
Rem test for evasive 
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| IF(X+1) ANDOM- 
OUTPUTfB 
LET T = T+l 
END (F 

: 
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Xl=Td Screen 

•o-X(OX(OBJl),0,OZ(OBJl)) 
Yl=Td Screen Y 

IfXl>-l andYl>-l : Rem tank is 
•^onscreen 

TURN=90/OBJ _ TRN(OBJl): 
•oTURN _ SPD _ DE 
•>LAY=90/OBJ ^ TRN(OBJl) 

Td Move XOBJ1,"(0,0,0)" 

Td Move Z OB Jl," (0,0,0)" 

Td Angle BOBJ1, 

•o-"(l,"+Str$(TURN*182) 

•o>+","+Str$(TRN _ SPD _ DE 

•*LAY)+T 

If SPD(OBJl)<=OBJ _ 

«*SPD(OBJl) 

Add SPD(OBJ1),60 
End If 

SET _ MOVE[OBJl] 

TASK(OBJ1)=30 

End If 

End If 

End If 

If TASK(OBJI)>0 
Dec TASK(OBJl) 

End If 

These lines make a tank take an 
evasive move by turning 90 de¬ 
grees and increasing speed to 
avoid being hit. The last lines re¬ 
duce the TASK() counter. When 
TASK0=0, the tank is ready to re¬ 
ceive new move instructions. Save 
the program. 

Finally, we want to detect a 
collision between the missile and 
the player. Open the KOLLI- 
SION[OBJl]procedure and after 
the lines: 

Td Kill 20 : Pop Proc 
End If 
End If 

type in: 

If OBJ _ CLASS(MEM2)=15 : 
•>Rem missile 

_TD_ RANGEf 19,MEM2,2] : 
•*Rem test range to player 
If RANGE<800 


Boom : Add DAM,-5 
ForX=l To 1+Rnd(3) 

_ DO _ EXP[MEM2,0] 

Next X 

Td Kill MEM2 : OBJ _ 
•>CLASS(MEM2)=0 
End If 
End If 

This detects whether a missile 
is close enough to the player to do 
damage, and if so it terminates it¬ 
self. Notice the _ DO _ EXP[] 
procedure call. If you are looking 
at your tank externally, when the 
missile hits, you will see some ex¬ 
plosions around your tank. 

Now, finally, the sound routine 
for your missile. Type away: 

Procedure NOISE[OBJl] 
MEM3=OBJl 

_ TD _ RANGE[0,MEM3,3] 

OBJl=MEM3 

If RANGE> 10000 

RANGE=10000 

End If 

Sam Raw l,Start(5),5000,11000- 
•frRANGE 

Volume 1,63-(RANGE/190) 

End Proc 

Save and run the program. As 
usual you’ll have heaps of bugs to 
fix, but just check the magazine 
carefully and try not to get too 
frustrated. The code that appears in 
the tutorial has been cut from the 
working program using the "SAVE 
ASCII" function, so it is all 
AMOS-legal. Compile your pro¬ 
gram, if you can. 

Bye! 

That’s it, ladies and gentlemen! 
Maybe you’ll end up making a 
marketable game with the skills 
this tutorial’s taught you. Jetstrike 
was written in AMOS, as was 
Genesia and Valhalla, so there’s 
nothing stopping you. The routines 


I’ve given you can be used for a 
number of different games. Instead 
of tanks, how about jetboats? Just 
change the ground to blue, make 
rocks and lighthouses as obstacles. 
It’s up to you. 

You may experience problems 
with your Amiga crashing when 
working for long periods on 3D 
routines. This is because the chip 
memory is constantly being used 
to create objects and move them, 
eventually leaving little memory 
available. To reduce the amount of 
memory fragmentation, use Td 
Keep On, to keep object types in 
memory, and write a little routine 
that kills off all object instances 
before exiting the program. This 
will give you maybe 3-5 more runs 
before the Amiga crashes. There 
will never be a crash if you run the 
program once, so don’t worry 
about it when you release a game. 

The offer is still there for the 
complete listing and objects via 
Amiga Review; I’ve updated the 
listing with as many Rem state¬ 
ments as possible, but you gotta 
send me a disk to put it on! By the 
way, if you intend to use my rou¬ 
tines in your game and you market 
the game, please let me know be¬ 
forehand. I’d like request a credit 
in your game as well, but you 
don’t have to worry about copy¬ 
right; these routines are basically 
public domain. Thanks to everyone 
that sent me letters and those of 
you who are waiting on stuff from 
me - it’s coming, I’m just con¬ 
cerned about quality assurance. 

If you have any requests on 
game techniques that you would 
like to learn drop me a line via 
Amiga Review, I may run an arti¬ 
cle on it, or at least send you some 
code on how to do it. 

□ 
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FREE Reader Classifieds 


AMIGA 4000/040 with original 6Mb RAM and 

120Mb HD plus Oktagon 2008 SCSI board, 
340Mb drive, running OS3.1. External SCSI 
CD-ROM and 52Mb HD available. Microvitec 
multisync monitor. Installed and registered soft¬ 
ware includes ADPro 4.5, CanDo 3, DPaint 4 
AGA, SuperBase 1.3j, Professional Page 4.1, 
Professional Draw 3.0, DOpus 4, Final Writer, 
PCTask, GPFax, AmiBack Tools, Term 4.2, Au- 
toPilot 1.8 and many more utilities. Manuals for 
all software. Main system, offers over $4000. 
CD-ROM player and external HD extra. Call 
Mike on 06 286 4033 or e-mail mjef- 
feri@pcug.org.au. 

A2000, 80Mb HD, 3Mb RAM, 1084S monitor + 

Cameron 400dpi hand scanner. Software in¬ 
cludes Pagestream 2.2, Excellence, DPaint III 
and public domain. Manuals included. $950 ono. 
Ph: Bret (074) 422216 after 5pm 

Amiga 500 games wanted: Back Sides - Creepers 
- Creepy Cubby - Dart Machine - Flaschbier 2 - 
Galaga Deluxe 1.7 - Gobblers - Nobby Aard- 
vaark - Spatial Hyperdrive - Super Amidash - 
Supercycle - some of these games I have been 
hunting for over a year. Please ring Mai 
Frankston Vic 03 9781 4609. 

A500, workstation case, 1084s monitor, Action 

Replay MK3, vl.3 and v2.04. Many original 
multiplayer games and extra mouse/joystick 
needed to play them. Extra software and hard¬ 
ware $590. Complete revision 2 ROM Kemal 
manuals (for v 1.3/ECS) $90. Call 076 355 898 
and ask for Matthew. 

Amiga 500, 1Mb Chip RAM, WB 1.3, TV modu¬ 
lator, 2 joypads, 2 mice, lots of software, $140. 
Perfect Sound sound sampler $30. External 3.5 
inch floppy $30. Beau Jolly Game Pak $20. Or 
$200 the lot. Willing to deliver in person within 
Adelaide. Call on a weekend 08 264 4428. 

Amiga 500, 1Mb RAM, WB 1.2/2.0 on ROM 

sharer, Philips stereo monitor, external 
switchable drive (DF1:), over 60 disks of games 


and utilities plus manuals. Ph: (02) 625 8950 
NSW $385. 

Amiga Self Instruction Audio Tapes. Great for 

beginner to intermediate user. Covers - How to 
st up own Amiga 500, 1000 or 2000, how to use 
Workbench, how to use the CLI or AmigaDOS 
(all versions to V3). 4 easy to follow lessons, in¬ 
cludes a manual. All this for $25. Ask for Travis. 
Ph. 053 810 194 after 4PM weekdays or week¬ 
ends. 

C64, diskdrive, tape deck, action replay, light 

pen, piles of software, games, utilities, demos 
etc. Heaps of magazines, books. Only $200. 
Ring Paul after 4pm on (065) 513551 

CD32, excellent condition, plus 20 CDs (14 

games, 7 cover disks with mags). Over $1200 
worth - $600 the lot. Other stuff Mortal Kombat 
II. Aladdin (1200) Robs Requiem and more, $40 
each. Phone 09 339 1673 Perth 

CD32 as new, includes joy pad controller, power 
supply and Diggers/Oscar game disk. $200. Call 
Dave after hours. Ph: 047 212 072 

Cobra 40MHz 030 accelerator for A1200, includ¬ 
ing 882 maths co-pro, fast RAM and clock, 
brand new (warranty), perfect condition; worth 
well over $600.00, but will sell for $550.00. Call 
Gary on Gold Coast 075 534 3883 or Email 
gozarko@onthenet.com.au 

FOR SALE - A4 sized Toshiba XT laptop, 640K 

RAM, CGA display, good condition. Carry case. 
Battery pack & charger included. $600.00 ONO. 
Phone Jay on 076 252 275. 

For Sale: All original games with manuals and 

boxed: Future Wars $30.00, Body Blows $10.00, 
Body Blows Galatic $10.00, Zool Enhanced 
$25.00, Ultima VI $30.00, Lure of the Temptress 
$15.00, Budokan the Martial Spirit $5.00, F29 
Retaliator $20.00, Red October $10.00, Oblitera- 
tor $25.00, Monkey Islnad II $45.00, Wheels of 
Fire $20.00, Shadow Warriors $10.00, Apache 
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$5.00, Shadow of the Beast $15.00, Space Ace 
$30.00, Black Tiger $5.00, Nick Faldos Champi¬ 
onship Golf $15.00, Media Show $30.00, 
Deluxe Paint IV $110 plus many more. Ph (07) 
38007953 

For sale - Ninja Remix - By System 3, $20. Ask 
for Travis. Ph. 053 810 194 

FOR SALE Complete Distant Suns package. In¬ 
cludes Distant Suns versions 4.0 and 4.2, 
Skymap 10,000 and Skymap 20,000, Deepsky 
Objects, Yale Bright Star Expansion Disk and 
the full 26 disk Space Visions. 36 disks in all, all 
original with full documentation, $300,00. Call 
Michael 03 974 33247 after 6PM. 

For Sale: 2091 SCSI Card with 60Mb Connor 
HD, 2Mb RAM. No Bad Tracks, 18 months old, 
$400 ono ph (079) 424 109. 

FOR SALE: A500 with 1Mb upgrade and 2Mb 
RAM, Amiga A590 with 20Mb hard drive and 
2Mb RAM, Panasonic KPX 24 pin Printer, 
mouse & joystick. Amiga TV converter, Soft¬ 
ware: Eye Of The Beholder 1 + Cheatbook, Eye 
Of The Beholder 2 + Cheatbook, Black Crypt, 
Flight Of The Intruder, $500 The Lot 06 266 
5813. Ask for Darren. 

FOR SALE: Migraph 256 Greyscale 100 to 400 
DPI Hand Scanner complete with all original 
software. $200.00. Call Michael 03 974 33247 
after 6PM. 

Memory - Increase the amount of fast RAM in 
your computer. We have limited amounts of 
1MB chips to suit most Amiga A500 and A2000 
memory boards. For a limited time it is available 
at $50 per Mb. Up to 6Mb per customer may be 
purchased at this low price. (lmb*l DRAMS) 
Ask for Travis Ph. 053 810 194 

Miracle piano tutoring system - touch sensitive 
keyboard with brilliant software. Excellent way 
to introduce children to music. Works with any 
Amiga. Cheap games also available. Details sent 


on request. $320 for Miracle [was $700]. D. 
Smith 19 Hibiscus Ave, Broomshead 2463 Ph 
066467 174 

OSBORNE 286AT with 14" mono screen, 360K 
FDD, joystick card, 43Mb HD, 1Mb RAM, 
DOS, some program and games, manuals, - $100 
ono or swap for any AMIGA accessories. Any¬ 
thing considered! Ph (067) 722210. 

Star LC24-200 colour printer, black and colour 

ribbons, box of paper, manuals. Excellent condi¬ 
tion, $300 ono. Phone Bill 042 473 845 

Wanted - A4000 Parts - Motherboard, Power 
Supply, A4000 name badge for front plate. Other 
A4000 parts welcomed. Phone 076 252 175 ask 
for JAY 

Wanted: A copy of the manual to Professional 
Page V4.0. Original manual lost on the way to 
work. Contact Glen between 6pm-9pm EST (03) 
9305 2590. 

WANTED - Commodore 16 Computer, 
preferably in working order. Power supply is re¬ 
quired. Fair price. Travis Ph. 053 810 194 

WANTED - Joystick to suit C16 or Commodore 
Plus 4. Doesn’t have to be working. Also Com¬ 
modore Vic 20, C16 or Plus 4 games and soft¬ 
ware. Anything considered on disk, tape or car¬ 
tridge. Wanted for collection. Fair price paid. 
Ask for Travis. Phone 053 810 194 

Wanted - Microbotics 8UP RAM expansion in¬ 
struction manual. I will cover any costs of photo¬ 
copying and postage plus small reward. Also re¬ 
quired, the MicroBotics memory checking disk 
which comes with all Microbotics memory 
cards. Ask for Travis. Ph 053 810 194 

Wanted: A500 WB 2.1 Manuals, A590 HD manu¬ 
al. Please ring Mai Frankston Vic 03 9781 1609. 

Wanted: GVP 4Mb SIMM for the A530. I’m also 


60 


AMIGA Review 



FREE Reader Classifieds 


after people who want to swap old demos (legal 
only). Phone Tony on 09 275 1692. 

WANTED: Race Drivin’ by Domark. Will pay 
$10 - $15 if in good condition, with box. No pi¬ 
rates please. Send information to: David Rob¬ 
bins, 122 Nolan St. Whitfield, Cairns 4870. 

Wanted urgently: Commodore A2320 display en¬ 
hancer. Must be working. Call 076 355898 and 
ask for Matthew. 


Wanted: The following; CMD 3.5 inch Hi Den¬ 
sity disk drive or Commodore 1581 disk drive. 
Disk drive and controller and /or software for 
Texas Instruments T199/4A computer. Original 
A500 version of game EXILE. Vectrex game 
system and/or Vectrex games, in particular Cos¬ 
mic Chasm and Webwars. Ph Dean (063) 32 
4024 

Wanted to buy: Manual or Photocopy of manual 
for Commodore MPS 1230 Printer. Call Steve 
after 6pm. Ph: (002) 489704 


FREE Reader Classifieds 
Advertise for FREE! 


Send to AMIGA 
Review FREE Reader 
Classifieds 


PO Box 288 
Gladesville 2111 NSW 


or Fax to: 
(02) 565 1220 


Yes, I want to take advantage of Andrew Farrell! 
Give me some free space in AMIGA Review and fill it 
with the following words: 


AMIGA Review 
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Reader Services - Back Issues 


June 1993 Vol 10 No 6 

- 3D Animation with Aladdin - Easy for 
beginners - The Animation Workshop - 
How to beat those disk swapping blues - 
Deluxe Paint Tutorial - Animating in (ap¬ 
parent) 3D. 

- Amos column - Andy’s Attic - Explor¬ 
ing WB2 - CanDo - Your own directory 
utility Part 2 - Education Column - World 
construction set - Down the Opal mine - 
Using the Alpha Channel - C64 Column - 
Hot PD - Games - KGB, Fate - Gates of 
Dawn, Darkseed, Civilisation, King’s 
Quest Full Solution Part 1. 

July 1993 Vol 10 No 7 

- Real 3D 2.0 - Accelerators - Golden 
Gate - Microdeal Clarity - Home Ac¬ 
counts 2 - DPaint - Animation in 3D. 

☆ Education - Back to Basics - Amos - 
CanDo - C64. Andy’s Attic - Hot PD - 
Games - Chaos Engine, Beavers, Sleep¬ 
walker - Vikings, Solution to SuperFrog 
Part 1, Kings Quest 2. 

August 1993 Vol 10 No 8 

- Show Report - Vidi Amiga 12 - Final 
Copy II - Sound Digitising - Intro to 
Desktop Video - Hypercache Profession¬ 
al - Education - Aust Graphic Atlas - 
CanDo - DPaint Tutorial - C64 Column - 
Amos Column - Opal Paint’s Zap func¬ 
tion 

☆ Hot PD - Games - Hired Guns, Trolls, 
Graham Gooch World Class Cricket- So¬ 
lution to SuperFrog Part 2. 

September 1993 Vol 10 No 9 

- Art Expression - Paint Program - 
68060: the Next Generation - Power 
Copy Professional - Quarterback Tools 
Deluxe - CanDo 2.5 Upgrade - DPaint 
Tutorial - Hot PD. 

☆ C64 Column - Amos Column - CanDo 

- Education - Back to Basics Fractions - 
Andy’s Attic - How to create a RAD 
drive - Games - Creatures, Flashback, 
Super Frog, Body Blows, Dark Seed - 
Solution. 

October 1993 Vol 10 No 9 

- DPaint AGA - PC Task MSDOS emula¬ 
tion - AmiBack Tools vs Quarterback 
Tools Deluxe - Personal Paint - Hot PD - 
Blitz - Andy’s Attic - Workbench Tools - 
DPaint Tutorial. 

☆ Education - Learn to play the Piano - 
CanDo - Make your own Calendar - C64 

- Graphics Software - Games - Campo’s 
Int Rugby - Reach for the Skies - Project 
X Revised Edition, Syndicate, Street 
Fighter II, Dune II. 

November 1993 Vol 10 No 11 

- Brilliance - Hoopy Paint - Amiga on the 
Cheap - A1200 Video Tutorial - CED 3.5 


- Frame Machine - Education - Personal 
Tutor - Blitz - DPaint - HotPD - Latest 
Fish Disks - CanDo - Amos - C64 - 
Games - Pinball Fantasies, Desert Strike, 
Indiana Jones and the Fate of Atlantis, 
KGB - Solution Part 1. 

December 1993 Vol 10 No 12 

- Amiga CD32 - an in depth look - Af¬ 
fordable Tape Backup - SCRAM plus 
Tamberg - Bernoulli MultiDrive vs 
SyQuest 105 

☆ EGS Spectrum - Education - HotPD - 
Blitz - C64 - CanDo - 

☆ Games - Air Warrior, Two Player 
Games, 101 PD Games, KGB - Solution 
Part 2, CD32 Games Pinball Fantasies, 
Oscar, Diggers. 

January 1994 Vol 11 No 1 

- Palmtop Computing - low price alterna¬ 
tives to Amiga portable - Final Writer - 
What the manual doesn’t tell you - 
Deluxe Music 2 - Quicknet - peer to peer 
network - Understanding Libraries - Can- 
Do - Getting key input - Hot PD - Amos - 
New extensions for Amos Pro - Blitz - 
Zones of control - Andy’s Attic - C64 
Bumper Tips - Games - ACAR PD 
Games 2, Mean Arenas, Yo Joe!, CD32 
Quickshots (D-Generation, Whale’s Voy¬ 
age, Overkill) 

February 1994 Vol 11 No 2 

- Understanding Genlocks - Final Writer 

- CoolCat - clipart and animations - Ad¬ 
vanced Amiga Analyzer - Upgrading 
from a 68000 to an A1200 - Dpaint Tuto¬ 
rial - Education - Mathmaster II - HotPD 

- CanDo - Electronic Log Book 

☆ Amos - Hacking AMOS Graphic 
Modes - Blitz - Main loop for a GUI util¬ 
ity - C64 - Art Gallery - Games - Ishar 2 - 
Messengers of Doom, Frontier - Elite II, 
Donk, Soccer Kid, Bob’s Bad Day, 
Flashback - Solution Part I. 

March 1994 Vol 11 No 3 

- Image processing with Image F/X - 
A1230 Turbo Plus board - VIDI Amiga 
12/24 - Capturing high quality images - 
GVP’s new time base corrector board - 
Scala MM 300 Synchronous Multimedia 

- Education - Search for Sanchez - Help 
Line 

☆ DTP Column - Postscript - Hot PD - 
Fish on ROM - CanDo - Make your own 
Typing Tutor - Blitz Basic - Data Secu¬ 
rity - C64 - Online Amiga - Games - 
Body Blows, Galactic, Zool 2, Alien 3, 
Lotus Trilogy, FlashBack solution part 2, 
Deep Force, The Patrician. 

April 1994 Vol 11 No 4 

- Montage 24 - 24 bit video titling - War¬ 
ranties and your rights - Where do you 


stand - How to get Broadcast - Sell your 
Amiga graphics - Introduction to Internet 

- World’s largest network. 

☆ Scenery Animator 4 - Virtual virtual 
reality - Upgrading Fat Agnus - Educa¬ 
tion - Fun at Sideshow Alley - Blitz Ba¬ 
sic Strings - CanDo - Working with 
Amiga DOS - DPaint Tutorial. 

☆ Hot PD - New Fish, plus Mand2000 - 
Helpline - Amos - Interfaces without 
banks - Online - Games you can play on 
your local BBS - C64 - Useful pokes - 
Games - Assasin (Amiga Games Pack), 
Cannon Fodder, Tornado, Stardust, Dis¬ 
posable Hero, CD32 Games - Micro¬ 
cosm, Fly Harder. 

May 1994 Vol 11 No 5 

- Understanding Amiga Graphics - 
Modems - An introduction for Beginners 

- Up and Running - Making your modem 
work 

☆ Personal Write - super cheap word 
processing with interesting features - 
Map Studio Vol 1 - JPEG graphics - 
DPaint Tute - The DPaint beginners 
friend - Deluxe Paint Tutorial - The sky’s 
not the limit - Education - Crossword 
Wizard - Hot PD - Utilities extract more 
from Workbench - Blitz Basic - Squeez¬ 
ing your Data - Desktop Publishing - 
Creating Reversed text - Help Line - 
Problems solved - Online AMIGA! - 
Start your own MAX’S BBS - C64 Col¬ 
umn - CMD picks up GEOS - Games - 
The Settlers, Second Samurai, Kingmak¬ 
er - Quest for the Crown, CD32 Games - 
Trolls, Alien Breed/Quak, Project X. 

June 1994 Vol 11 No 6 

- Art Department Professional 2.5 - The 
latest version - The future with AAA, 
new AAA chips! - DirWork 2 - Amiga 
Picture Viewers, which is the best - we 
compare 20 of them - Neptun Genlock, 
Desktop Video just got better - Amiga 
Animation Software. 

☆ DTP Column, Creating forms in Pro 
Page - Hot PD - Online Amiga - Blitz 
Basic - C64 - Games - Liberation - Cap¬ 
tive II, Skidmarks, Cliffhanger, Apoc¬ 
alypse, Legacy of Sorasil - CD32 Games, 
Surf Ninjas, Global Effect. 

July 1994 Vol 11 No 7 

- Wordworth 3.0 First Impressions - Disk 
Expander Review - Imagine 3.0 Review - 
TypeSmith 2.02 - MiGraph MS 1200 - 
Networking Intro - PARNET 
PageStream 3.0 - Video Creator CD32 

☆ Columns - Hot PD - Amos - CanDo - 
Arexx - Education - Real 3D - Online - 
Blitz - DTP Column - C64 - Entertain¬ 
ment, James Pond 3, Noddy’s Big Ad¬ 
venture, Dyna Blaster, Mr Nutz - Hop- 
pin’ Mad, Star Trek 25th Anniversary 
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Reader Services - Back Issues (continued) 


August 1994 Vol 11 No 8 

- Wordworth 3.0 vs Final Writer, Is big¬ 
ger always better? - Virtual Memory, 
Good as RAM? Using your hard disk to 
make up for low memory - TypeSmith 
Font Design, Convert, edit and create 
typefaces for your Amiga - Biomechan¬ 
ics, Podiatrists find a use for the Amiga 
with a video digitiser - Deluxe Paint Tu¬ 
torial, Creating lifelike textures and ani¬ 
mation - Microvitec Monitor, The ideal 
monitor surfaces at last, perfect for AGA 
machines - Imagine 3 Tutorial - Anima¬ 
tion Column - InfraREXX Control - Soft¬ 
ware for Little Kids. 

☆ Columns - HotPD - DTP - Humorous - 
Online - CanDo - C64 - PowerDOS - 
AMOS-CD32. 

☆ Edutainment - KidPix, painting made 
fun - Games, K240, Dragon Tiles. 

September 1994 Vol 11 No 9 

- Stepping up to CD-ROM, review of the 
NEC 3X triple speed drive - Piracy, Alive 
and Well - PAL Lightwave, Newtek’s 
monster 3D rendering package is now 
available sans Toaster - SX-1 CD32 Ex¬ 
pansion - Supra 28 Turbo, Supra 28Mhz 
68000 accelerator gives you power with¬ 
out the price - DevCon Report. 

☆ Columns - Hot PD - DTP - Online - 
CanDo - PowerDOS - Amos - CD32 - C 
Programming - Education. 

☆ Games - Armour Geddon II - Fury of 
the Fumes - Brian the Lion - Benefactor - 
Traps and Treasures. 

October 1994 Vol 11 No 10 

- A TBC on your desktop? Improve the 
quality of your next DTV effort - Amiga 
into the future, what Commodore UK has 
in store - Fast Animation, no hardware - 
A2000 revisited - Graphics boards and 
mode promotion - Personal Animation 
Recorder - Registering your Shareware - 
Turn your A1200 into a CD32... almost! 

☆ Columns - HotPD - Blitz Basic - On¬ 
line - Power DOS - C Programming - 
Games - Nick Faldo’s Golf, Pirates, Im¬ 
possible Mission 2025 "The special edi¬ 
tion”. 

November/December 1994 
Vol 11 No 11 

-.Brilliance 2.0, 24 bit painting without 
extra hardware - power to the people! - 
Disaster Recovery, when in trouble or in 
doubt, run in circles, scream and shout. 
Or read this. - Quark Express vs 
PageStream 3.0, How does the new kid 
on the Amiga DTP block stack up - Mon¬ 
ey Matters, a cash book for small busi¬ 
ness and home - G-Lock, GVP’s software 
controlled genlock - Understanding Fonts 

- CD Roundup - Easy Ledgers, profes¬ 
sional accounting. 


☆ Columns - Blitz Basic - Online - 
AMOS - C64 C Programming - Games - 
JetStrike - Secrets of Frontier Elite Hint- 
book. Review of the Competition Pro Su¬ 
per CD32 Controller. 

SPECIAL EDITION ANNUAL 
January 95 Vol 12 No 1 

- Lightwave Goodies, extra software fi¬ 
nally in Australia - CEI Conference, hot 
from the Internet CEI boss Alex Amor 
speaks - Removable storage shootout, 
comparision of the new Bernoulli and 
Fujitsu 230Mb drives - Magic Lantern - 
Surf the Net, Internet access with your 
Amiga. 

☆ ANNUAL SPECIAL - Amiga Dealer 
List - Amiga Service Centre List - Amiga 
BBS Listing - Fish Listing 

☆ Columns - Online, DPaint, C64 - 
Games - Super StarDust Alien Breed 
Tower Assault, Cannon Fodder 2, Beau 
Jolly Pack including Cannon Fodder, The 
Chaos Engine, The Settlers, and T2: The 
Arcade Game, CD32 Banshee. 

February 1995 Vol 12 No 2 

- Amiga digital video, full digital video 
editing. - Workbench 3.1, latest version 
reviewed - PC-Task , Windows capable 
Amiga for $129 - Deluxe Paint 5, a sneak 
preview - Personal Paint 6.0, and the 
Cloanto competitor! - CEI Conference n, 
Alex Amor speaks again! 

☆ Dealer List update - Corrections and 
extensions to the January listing. 

☆ Service Centre List - More corrections 
and extensions. 

☆ Columns - Online - C64 - Hot PD - 
Demo Scene - AMOS - Blitz Basic - 
Power Amiga DOS 

Games - Rocketz - Mr Blobby - The 
Clue! - Top Gear 2 - Marvin’s Marvel¬ 
lous Adventure - Rise of the Robots - 

March 1995 Vol 12 No 3 

- Datastore, a new wave in databases - 
Real 3D versus Lightwave, both com¬ 
pared - Internet, Cool places on the Web - 
Aura Interactor, get into your games - 
A570, Fitting a SCSI hard disk to the 
A570 CD-ROM - Wordworth 3.1, The 
latest version - CanDo 3.0, New Version - 
XCAD 3000, Professional CAD on the 
Amiga - Commodore Deathbed Vigil and 
A1200 Intro 2 reviewed. - Insight Di¬ 
nosaurs, Insight Technology. 

☆ User Group Listing 

☆ Columns - Help Line - Hot PD - On¬ 
line - AMOS - Blitz Basic - C64 - Demo 
Scene 

☆ Games - Theme Park - Soccer kid - 
Subwar 2050 - X-it 

April 1995 Vol 12 No 4 

- Getting onto the internet - Using bones 
in Imagine, powerful animation tools - 


Photogenics, the creative alternative to 
ADPro - Studio n, the real man’s printer 
driver - IOQ, Is accounting package up to 
scratch - CAM CD - Pyramid Mouse 
Master 

☆ Professional Amiga audio, Sunrize 
plus Bars and Pipes - AmigaDOS tuition 

- Final Writer Update - Black Computers 
Faster. 

☆ Columns - Help Line - Education - 
C64 - Blitz Basic - Online - Hot PD - 
Demo Scene 

☆ Games - Base Jumbers - Sensible Wor¬ 
ld of Soccer - Fifa International Soccer 

May 1995 Vol 12 No 5 

- Boot CD32/CDTV disc on your Amiga, 
what’s new in CD-ROMs - Squirrel SCSI 
Interface for your A1200 - Directory Op¬ 
us 5 - PC-Task 3.1 - Essence and Forge, 
roll your own multimedia - Get organised 
with Digita Organiser - ZedREXX Sim¬ 
ple GUI creation - The final word - A dif¬ 
ferent view of Databases. 

☆1995 Reader Servey 

☆ Columns - Hot PD - Help line - Edito¬ 
rial - Online - Art gallery - Media watch 

☆ Games - Pinball illusions - All terrain 
racing - Jungle Strike - Enemy Unknown. 

June 1995 Vol 12 No 6 

- ADPro, ImageFX and Imagemaster, 
how do they stack up? - What’s new in 
modems - The Amiga reborn, Escom’s 
buyout and their plans - SLIP Internet ac¬ 
cess - Do it yourself home control - First 
look at home control - Meeting Pearls 2 - 
Australian Geographic Encyclopedia. 

☆ Columns - Help line, C64, Blitz, On¬ 
line, Hot PD, Demo Scene 

☆ Games - Aladdin - Kingpin Bowling - 
The Lion King 

☆ AMIGA Specialists List 

July 1995 Vol 12 No 7 

- The NEW Amiga, ESCOM’s plans take 
shape - Budget A1200 Accelerators - 
Iomega Zip Drive, the drive that’ll kill 
the SyQuest - AMAX IV - OS 3.1 and 
graphics boards - Aminet 6, the best gets 
better - Turbocalc 2.0 - The Internet 
Movie Database - How to use gradients - 
Photogenics 1.2 - Nureality Vivid 3D 
Plus 

☆ Columns - Help line, Online, Hot PD, 
AMOS 

☆ Games - Dawn Patrol 

☆ AMIGA Specialists List 


$3 JO each inc. pp. Send cheque or 
money order, or phone/fax credit card 
number to: Storm Front Studios, PO 
Box 288, GtadesviUe NSW 2111. Phone: 
(02) 5574266 Fax: (02) 5651220. 
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Phase 


I The CyberVision64 is the graphics 
card from phase 5, the makers of the 
CyberStorm 68060 accelerator 
(reviewed in this issue!). If it lives 
up to the standard set by the 
accelerator, it should be well 
thought out, well made and very 
fast. 

What you need 

The CyberVision goes in a Zor- 
ro III slot - so you need an A3000 
or A4000. You need a minimum of 
2Mb of RAM (hey, if you’re buy¬ 
ing a 24 bit board you ought to 
have plenty more than that!), and a 
revision 11 Buster chip for best 
performance. There’s a pass-though 
port for the standard Amiga video. 

Compatibility 

The CyberVision is compatible 
with the CyberStorm 060. This 
may go without saying, but the 
Retina Z3 won’t work with the 
060. 

The idea of the CyberGraphics 
system - which is available for 
more graphics cards every day, but 
native to the CyberVision - is that 
it integrates better than any other 
system with Intuition, so fussy pro¬ 
grams (like, ooh, just as a random 
example, Pro Page) actually work 
with your graphics card. Just pick 
the CyberGraphics screenmode 
and away you go. Amazing con¬ 
cept, eh. 

This doesn’t mean everything 
magically becomes 24 bit, or even 


5 CyberVision 

Sneak Preview 


16 bit, overnight. While poorly 
written programs may run fine on a 
CyberGraphics screen, they won’t 
use any more colours than they were 
originally designed to. If they’re 
AGA-aware software then you’ll be 
able to use 256 colours, but that’s 
where it’ll stop unless the software 
you’re running is "CyberGraphics 
aware". 

At the moment, not much is. 
With the card you get the Cy- 
berView graphics viewer and the 
CyberWindow program to display 
graphics in windows on 16 bit or 
better screens, along with the ex¬ 
cellent freely distributable screen 
promoter NewMode. Art Depart¬ 
ment Professional can use Cyber¬ 
Graphics with the help of the 
driver that comes with the card, 
and Photogenics 1.2 can run on a 
CyberGraphics screen. You also 
get CyberGraphics drivers for Cin- 
ema4D, ImageFX, Photogenics 1, 
PhotoWorx and Real3D, with more 
coming out in the public domain 
every week. 

Mind you, if your program 
doesn’t support "proper" modes, 
superfast AGA emulation’s noth¬ 
ing to be ashamed of. Apparently, 
the only software you can expect 
not to work is that specifically 
written for exclusive use with 
some other graphics card. Mind 
you, Amiga Intuition Based 
Benchmarks, which dies on the 
CyberStorm 060, doesn’t work on 
CyberGraphics either - but you can 
get tests if you run AIBB on a 


plain Amiga screen and set the 
tests to happen on a CyberGraph¬ 
ics screen. 

Expansion 

Like the CyberStorm, the Cy¬ 
berVision can take expansion mod¬ 
ules - though none are yet 
available. There will be a video 
processing module, and the nature 
of the expansion connector means 
it should be possible for phase 5 to 
come up with a number of other 
expansions - video capture, JPEG, 
MPEG and so on. 

Big numbers 

The CyberVision can transfer 
data from Amiga RAM to its own 
memory at up to 15Mb per second, 
on a turbo machine. Its internal 
transfer rate is upwards of 
lOOMb/s. It also has hardware pla¬ 
nar to chunky conversion, for 
faster emulation of Amiga graphic 
modes, especially 256 colour. So it 
can move graphics around very 
quickly. 

The CyberVision can have 
2Mb or 4Mb of onboard RAM, 
upgradable with 72 pin SIMMs, 
just like the CyberStorm. Its maxi¬ 
mum noninterlaced resolutions are 
1280x1024 in 8 bit modes, or 
800x600 in 24 bit. Interlaced, it 
can managed 1600x1200 and 
1024x68, respectively. 

Look out for a full review and 
benchmarks soon! Contact Sigma - 
com on (02) 524 9846for info. ■ 
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Games and hobbies 

493 Wellington St, Perth 6000 
Phone (09) 321 2909 

GAMES!! 

Huge ranges of games software for IBM, Amiga, Mac, 
Sega, Nintendo, and some Atari and Apple II! 
Mail / phone orders welcome - Lists available 
(We also have wargames, RPG’s, hobbies etc) 


AMIGA PUBLIC DOMAIN AND 
SHAREWARE SUPERMARKET 

Thousands of disks available _ 

| Send $3.00 in postage stamps for 
a comprehensive disk catalogue. 


C64, IBM, Compat & Atari ST catalogues also available 
LEEJAN ENTERPRISES 


MAILORDER 
PO Box 66 

TRADING HOURS 
Mon-Sat 

10.30am - 4.30pm 

Tel (08) 371 2655 

RETAIL STORE 
489 Marion Rd 

Sth Plympton 

S.A. 5038 



AMIGA REPAIR SPECIALISTS 

All Commodore and Amiga Repairs 
Spare Parts and Peripherals 

JEC Computer Systems 

Suite 1. The Walk, 232 Pacific Hwy 
Hornsby NSW 2077 Ph: (02) 477 7988 


COMMODORE 64 SOFTWARE 

Large range of disks for the C64 
Games, Utilities, Word Processors, Geos PD, 
Demos and more. 

Write now for a Free Catalogue 
Brunswick Publications 
P0 Box 745,Campsie NSW 2194 
Ph: (02) 759 7343 


Scarlet 

Amiga PD Software 

PO BOX 458 
Doveton VIC 3177 


(03) 793 3814 


Phone for 
Catalogue Disk 
Open 9am -10pm 


C AR ADOC AMIGA PD 

Find out for youself what our regular 
customers have known for over 2 years; 
We have a huge range of Amiga P.D. (we 
fill every disk sent out; the extra is free) 
and great deals on the latest commercial 
Amiga software and hardware. We also 
have a huge list of other hi-tech hardware 
(Night Vision, convert video etc). 

You can call us to order 9am to 9pm 7 days. 
Send 2 blank disks for our catalogue to: 

P.O. Box 345, Nanango, QLD 4615 
Ph: (071) 633 047 - Fax: (071) 633 048 
Mobile 018 795 357 

BankcardMastercard/Visa/Cheque/MO accepted 


Market 

Place 

To advertise here contact 
Rachel Fraser on (02) 557 
4266 or (02) 817 5849 


Call your dealer for: 

ADPro 2.5 Image processing $279 
CanDo 3.0 Authoring package $399 
Contact 2.1 Contacts manager $67 
Edge Text editor $ 99 

IOQ 1.12 Invoicing software $99 
MathsMaster Primary + - * / $ 34 

Video Director Video collation $165 
Canberra users: call us direct 2-5pm 

PO Box 3053, Manuka ACT 2603 
Tel (06) 239 6658 • Fax 239 6619 


Qoflc Of\C 

For all of the latest in... 

Graphics Software • Games • Utilities 
Business Software • Hardware 
Scanners • Accessories • Digitisers 
Printer Ribbons • Touch Screens 
Mice • Programming Languages 
Reference Books • Modems • C64 
Public Domain • Deja Vu Software 


What else do we offer? 

• Friendly, reliable service 

• Full backup and Support 

• Latest software releases 

• Competitive pricing 
• After-hours sales and support 
• Laser Printing 
• Typesetting & Print Services 

For a FREE catalogue detailing 
our products and services, 
simply call, write or fax. 



PO Box 192, 

Katoomba NSW 2780 
Tel/Fax (047) 57 3982 
Mobile 018 670 874 


FAT AGNUS PD 


17Bit, United PD, Fish, TBag, LSD, The 
Complete AMOS Library -All the newest 
disks, most in stock. Huge range of textures 
for 3D mapping, Scala, video titles etc. 
Over 1200 objects for Imagine & Lightwave. 

Send $5.00 for a 5 disk catalogue ($6.00 if you require the 
supplementary Complete AMOS disk) to: 

Fat Agnus PD, PO Box 611, Cannington 6107 WA 


Blank Disks 


MegaMedia branded 3.5" DSDD Disks 
are on special this month... 

#Boxes: 1+ 20+ 50+ 

Price per box $10.00 $8.00 $7.00 

(The quality of these disks far surpasses the 
cheaper ’White Box’ type - Call for details!) 

Sell-Out: MBX-1200Z w/FPU & Clock - $135 


Synapse Computers, 

190 Riding Rd, Hawthorne QLD 4171 
Ph: (07) 3899-0980 or (018) 98-1679 
Telephone Orders Welcome, Aust. Wide Delivery! 


Memory & Disks 


ex tax prices at July 10th 


1Mb x 1 - 80ns 

8.10 

PCMCIA Memory 


4x256 -80ns 

8.10 

2Mb V2BAT SRAM 

326.00 

1Mb x 4 ZIP - 70 

33.00 

2Mb V2FLSH RAM 

205.00 

1Mb x 8 - 80 

61.00 

SEAGATE 2.5" IDE 


4Mb x 8 - 80 

64 PIN 

215.00 

171Mb 16ms 120K 
340Mb 16ms 120K 

210.00 

349.00 

1Mb x 32 - 60GVP 

280.00 

SEAGATE 2.5" IDE 
545Mb 14ms 120k 

265.00 

72 PIN 

4Mb 1M x 32 - 70 

232.00 

850Mb 11ms 256k 

352.00 

8Mb 2M x 32 - 70 

452.00 

IBM 3.5" SCSI 


16Mb 4M x 32 - 70 

765.00 

1080Mb IO 5ms 

698 


Please phone for the latest prices. Sales tax 22% 
Overnight delivery, credit cards welcome 
Lifetime warranty on memory, 3/5 years on drives 


PELHAM PTY LTD 

Tel (02)980 6988 Fax (02) 980 6991 

1st Floor, 100 Yarrara Rd, Pennant Hills 2120 
PO Box 382. Pennant Hills 2120 



Sales & Service by 


HOUSE OF COMPUTERS 


Phone:(052)242722 
Fax: (052)242720 


45 RYRIE ST. GEELONG 3220 VIC 


MICOPOLIS1 GIG Hard drives 

Fast SCSI 2 

$1050 

A1200 Hardware DKB1240 Mongoose 

50Mhz 68030 with FPU & 4 Mb 

$999 

14400 FAX/DATA 

$399 

28800 FAX/DATA 

$499 

Also large range of Amiga Software 
And CD32 Titles from 

$29 

We also support TJ’s B.B.S. 
over 5 GIG of PROGRAMES with 6CD-ROMs online 

5 LINE ROCKET ACCESS 

Ph: 052-721389 or 052-722154 

Mail Order & Bankcard Welcome 




To advertise in 
AMIGA Review 
call Rachel Fraser 
on (02) 5574266 












There's an Amiga specialist near you! 


A£I 

Desktop Utilities 
PO Box 3053 
Manuka ACT 2603 
ph: 06 239 6658 
fax: 06 239 6619 

NEW SOUTH WALES 
Ace Edit 
PO Box 323 

Bondi Junction N.S.W 2022 
Amiga Video Editing 
ph: 02 298 9039 
fax: 02 399,9039 

Amadeus Computers 
Suite 6 

534 Old Northern Rd 
Round Corner 2158 
ph: 02 651 1711 
fax: 02 651 1710 

Amitech 
PO Box 2230 
Software/Hardware 
ph: 048 442 221 
fax: 048 442 291 

Brunswick Publications 
PO Box 745 
Campsie N.S.W 2194 
ph: 759 7343 

Carina Computers & Com¬ 
munications Pty Ltd 
Carina Park, Collector Rd 
Breadalbane N.S.W 2581 
Hardware/Software 
ph: 048 442 221 
fax: 048 442 291 

Code One 
29 Toulon Ave 

Wentworth Falls N.S.W 2782 
ph: 047 573 982 
fax: 047 573 982 

CompuParts 
1 KokodaAve 
Wahroonga 2076 
ph: 02 489 2133 
fax: 02 477 2755 

Computer Affair 
337 Penshurst St 
Willoughby North N.S.W 
2068 

Hardware/Software 
ph: 02 417 5155 
fax: 02 417 5542 

Computer Bits 
185 Kirkwood St 
Armidale N.S.W 2350 
Hardware/Software 
ph: 067 712 727 
fax: 067 712 727 

Computer Coast 
PO Box 263 
Kincumber N.S.W 2251 
Software/Hardware 
ph: 043 250 766 
fax: 043 237 885 

Computer Outpost 
PO Box 1014 
Mona Vale 2103 
Software/Hardware 
ph: 02 979 5833 
fax: 03 997 5641 

Digipic Production 
Unit 7 189 Sydney Rd 
Fairlight 2094 
ph: 02 948 2766 
fax: 02 949 5903 

Digipix 
14 Whiting St 
Artarmon 2064 
ph: 02 906 4801 
fax: 02 906 1112 

Feline Software 
PO Box 1003 
Dee Why 2099 
ph: 02 971 9697 

Fonhof Computer Supplies 
64 Cross St 
Baulkham Hills 2153 


ph: 02 639 7718 
fax: 02 639 5995 

Hotpoint 
3/29 Mitchell Rd 
Brookvale 2100 
ph: 907 1100 
fax: 907 1166 

Hyman Auctioneers 
72-78 Tattersall Rd 
Blacktown 2148 
ph: 622 9666 
fax: 831 5347 

Impact Camera House 
Shop 236 Westfield Shop¬ 
ping Town Chatswood 2067 
Amiga Video 
ph: 419 7060 
fax: 413 2228 

Jec Computers 
Suite 1 232 Pacific Hwy 
Hornsby 2077 
ph: 477 7988 
fax: 477 6899 

KDO Productions 
85 Nelson St 
Rozelle 2039 
ph: 810 1733 

Megadisc Digital Publishing 

Po Box 759 

Crows Nest 2537 

PD, Software/Hardware 

ph: 959 3692 

fax: 959 3525 

NatDisc 
24 Salmon St 
Turodss Heads 2537 
Software/Hardware 
ph: 044 738 862 
fax: 044 739 222 

Oak Seed Computers Pty Ltd 
Shop 14 98 Woodlark St 
Lismore 2480 
ph: 066 224 994 

Pelham 
PO Box 382 
Pennant Hills 2120 
ph: 980 6988 
fax: 980 6991 

Prime Artifax 
PO Box 288 
Gladesvilie 211 
ph: 557 4266 
fax: 565 1220 

Resource Management 
Force 

70-74 May St 
St Peters 2044 
ph: 550 4244 

Shareware Access 
Suite 11,9 Abel St 
Penrith 2750 
ph: 047 222 893 
fax: 047 215 277 

Shop 4 Computers 

Cnr Burelli & Atchinson St 

Wollongong 2228 

Software/Hardware 

Amiga and PC 

ph: 042 262 688 

fax: 042 273 527 

Sigmacom 

Suite17 20-24 Gibbs St 
Miranda 2228 
Software/Hardware 
ph: 524 9846 
fax: 540 4554 

Softrade 
7 Hareford rise 
Fishing Point 2283 
Software/Hardware 
ph: 049 753 030 
fax:049 753 651 

Software Circus 
27 Darling St 
Kensington 2033 
ph: 313 8484 


Solutions Rendered 
PO Box KL 906 
Kings Laangley 2147 
ph: 838 9376 

Southern Cross 
Diving and Salvage 
29-31 BurneAve 
Dee Why 2099 
Video/DTP/CAD 
ph: 982 2291 
mobile: 018 274 025 

The Gamesmen 
491 Forest Rd 
Penshurst 2222 
Software/Hardware 
ph: 580 9888 
fax: 580 9998 

TriLogic Computer Suppliers 
40 Rosewall Drive 
Menai 2235 
ph: 543 7592 

Unitech Electronics 
PO Box 150 
Minto 2566 
ph: 820 3555 
fax: 603 8685 

Wail St Video 
PO Box 897 
Chatswood 2057 
Amiga Training 
ph: 411 2108 
fax: 412 3436 

Webb Electronics 
1074 Mate St 
Albury 2640 
ph: 060 254 066 
fax: 060 401 553 

Westcomp 
96 Bentinck St 
Bathurst 2795 
Amiga only 
ph: 063 322 611 
fax: 063 322 623 

NORTHERN TERRITORY 

Comserv Electronics 
66 Aralia St 
Nightcliff Darwin 0800 
ph: 089 482 500 
fax: 089 482 511 

QUEE NS LAND 

Amiga Tech 
ph: 015147 473 
fax: 075 936 870 

Amiganuts 
PO Box 9001 
Wilsonton 4350 
ph: 076 346 948 
Caradoc Enterprises 
PO Box 345 
Nanango 4615 
ph:071 633 047 
fax: 071 633 048 

City Computer Centre 
Shop 2, 229 Musgrove St 
North Rockhampton 4701 
Orders Only 
ph: 079 276 618 
fax: 079 273 618 

Corpute Technology 
23 Olivia St 

Northgate Brisbane 4013 
ph: 07 266 1928 
fax: 07 266 1928 

Don Quixote Software 
25A Russell St 
Toowoomba 4350 
Hardware/Software 
ph:076 391 578 
fax: 076 320 195 

GP Software 
PO Box 570 
Ashgrove 4060 
Software only 
ph: 07 366 1402 

Image Domain 
ph: 015 737 435 
fax: 07 852 2720 


Megabyte Computers 
Shop 4A Homebase 
34 Goggs Rd 
Jindalee 4074 
Software/Hardware 
ph: 07 279 0666 
fax: 07 279 0716 

Norsoft 
PO Box 2352 
Mount Isa 4825 
Software/HArdware 
ph: 077 434 777 
fax: 077 434 141 

Parcom Pty Ltd 
301 Riding St 
Balmoral 4171 
ph: 07 899 0656 

SmallBiz Software 
PO Box 24 
Golden Beach 4551 
ph: 074 919 190 
fax: 074 926 860 

Synapse Computer Supplies 
217 Wynnum Rd 
Galloways 4171 
ph:07 899 0980 
mobile: 018 981 679 

Telair Electronics 
Shop 120 Australia Fair 
Shopping Centre 
Southport 4215 
Software/Hardware 
ph: 075 312 302 
fax: 075 312 302 

Tropical TV 

Vincent Village 

249 Fulham Rd 

Townsville 4814 

Amiga Software/Peripherals 

ph: 077 791 421 

fax: 077 916 643 

Video and Audio Aust Pty Ltd 
18 Scarborough St 
Southport 4215 
Ammiga Software 
ph: 075 914 224 
fax: 075 916 643 

World of Computers 
Gold Coast 
PO Box 424 
Ashmore 4214 
Amiga Games 
ph: 075 973 260 
fax: 075 395 757 

SOUTH AUSTRALIA 
Amiga & PC Centre 
644 South Rd 
Glandore 5037 
Software/Hardware 
ph: 08 293 8752 
fax: 08 293 8814 

Amiga PD Centre 
PO Box 435 
St Agnes 5097 
ph/fax: 08 396 2163 

GSoft 

Shop4 2 Anderson Walk 
Smithfield 5114 
ph: 08 284 1266 
fax: 08 284 0922 

Leejan Enterprises 
PO Box 66 
Happy Valley 5159 
ph: 08 371 2655 

Myer Colonnades 

Beach Rd Noarunga Centre 

5168 

Amiga only 
ph: 08 382 6400 
fax: 08 384 6244 

Southern PD 
Unit 11 3 William Ave 
Clympton 5038 
ph: 08 280 9404 

TA SMANIA 

Robbie’s Teletrician 
PO Box 111 


Burnie 7320 
Software/Hardware 
ph: 004 312 560 
fax: 004 313 079 

The Floppy Shop 
110 Collins St 
Hobart 7000 
Software/Hardware 
ph: 002 235 619 
fax: 002 237 623 

VICTORIA 

Bitmaster Software 
PO Box 84 
Tulamarine 3043 
ph/fax: 03 335 4438 
Compupal 
PO Box 7014 
Karringal Centre 3199 
ph: 03 7891906 

Computa Magic Pty Ltd 

44 Pascoe Vale Rd 
Moonee Ponds 3039 
Software/Hardware 
ph: 03 326 0133 
fax: 03 370 8352 

Creations 
398 Inkerman St 
Balaclava 3183 
ph: 03 527 2278 
fax: 03 527 2278 

Disk-O-Tech 

Peripheral Repairs 

Shop 2 176 Lyttleton Terrace 

Bendigo 3350 

ph: 054 416 054 

fax: 054 416 277 

Emerald Creative 
3/268 Balcombe Rd 
Mentone 3194 
ph: 1 800 639 273 

High Technology Computer 

Systems 

388 Centre Rd 

Bentley 3204 

Software/hardware 

ph: 03 563 9000 

fax: 03 563 9222 

House of Computers 

45 Ryrie St 
Geelong 3220 
ph: 052 242 722 
fax: 052 242 720 

Inline Electronics 
2/10 Bettina St 
Clayton 3168 
ph: 03 562 6061 
fax: 03 562 9843 

Maxwell Office Equipment 
162 Nicholson St 
Abbotsford 3067 
Software/Hardware 
ph: 03 419 6811 
fax: 03 419 0160 

Megatron 

Unit4 4 156-160 Mew St 
Ringwood 3134 
ph: 03 419 0160 

MVB Computers 
508 Dorset Rd 
Croydon 3136 
Hardware/Software 
ph: 03 725 6255 
fax: 03 725 6766 

New Media System 
2nd Floor 

18-22 Thompson St 
South Melbourne 3205 
Software/Hardware 
ph: 03 690 0821 
fax: 03 690 0731 

Oracle Data Solutions 
6 Delamare Drive 
St Albans 
3021 

ph: 03 364 3419 
fax: 03 362 1486 


PD Diskovery 
PO Box 430 
KnoxField 3180 
ph: 03 758 6852 

Quasar Distribution 
PO Box 33 
Southland 3192 
ph: 03 583 8806 
fax: 03 5851074 

Software Buyers Service 
PO Box 486 
Box Hill 3128 
ph: 03 808 8308 

St Alban’s Home 
St Albans 3021 
Software/Hardware 
ph: 03 366 2396 
fax: 03 364 1924 

TV Graphics 
1 Izett St 
Prahran 3181 
ph: 03 521 2455 
fax: 03 521 3945 

WESTERN AUSTRALIA 

Amilight 
47A Tate St 
South Perth 6152 
Software/Hardware 
ph: 09 367 4422 
fax; 09 367 4482 

Amitir Home 
Computer Systems 
Unit 1 36 Gillim Dve 
Kelmscott 6111 
ph: 09 495 4905 

Brideson Pty Ltd 
PO Box 1326 
Bunbury 6230 
ph: 008 634 844 
fax: 097 258 814 

Computer Man 
611 Beaufort St 
Mt Lawley 6050 
Hardware/Software 
ph: 09 328 9062 
mobile: 018 911 011 
fax: 09 2751010 

Fat Agnus PD 
PO Box 296 
Kalamunda 6076 
ph: 09 451 5323 

Headlam Computers 
116 Cambridge St 
West Leederville 6007 
Software/Hardware 
ph: 09 388 3666 
fax: 09 388 3640 

Quadrant Computers 
PO Box 858 
Morley Private Boxes 
Morley 6943 
ph:018 918 608 
fax: 09 375 1443 

Storm Business Machines 
98 LockyerAve 
Albany 6330 
Software/Hardware 
ph:098 421 180 
fax: 098 421 180 

Valhalla Games 
493 Wellington St 
Perth 6000 
ph: 09 321 2909 
fax: 09 322 7016 

N EW Z EALANP 

Amuse Developments 
PO Box 36254 
Christchurch 
New Zealand 
ph: 643 379 9000 
fax: 643 379 8760 
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Storage wars 

SyQuest enters the cheap removable 
fray, and Iomega cuts prices! 


By Daniel Rutter 

I In the olden days, removable 
drives were the province of Very 
Rich Nerds. This has changed. 
Iomega’s Zip drive (reviewed last 
month) gave the world a drive that 
costs less than $400 and 100Mb 
cartridges for it that cost $319 for 
10, and at that price everyone who 
can afford a multi-thousand dollar 
PC can certainly afford a re¬ 
movable drive to keep spare files 
on, back stuff up to and generally 
use to take the load off the internal 
hard drive. 

SyQuest Technology, the lead¬ 
ers in removable drive sales, have 
the Zip drive in their sights with 
the release of their new EZ135 
drive and cartridges. The carts are 
half-capacity versions of the 
270Mb carts currently popular 
with many users, and the drive’s 
bargain priced, even by Syquest 
standards. 

Now, regular readers will know 
that articles by me about SyQuests 
soon degenerate into grumbling, 
choleric rants about the Inherent 
Wrongness of putting an eminently 
damagable hard disk platter in a 
little plastic case and calling that a 
removable drive cartridge, but be¬ 
fore I get to that, what has the new 
SyQuest got going for it? 


Well, it’s forwards compatible 
with the bigger models - 135Mb 
carts work fine in 270Mb drives, 
though 270Mb carts don’t work in 
135Mb drives. And it’s pretty 
cheap - $399 for the internal ver¬ 
sion, $495 for external, $39 for a 
cartridge. Compare this with $800 
or so for an external 270Mb drive 
with a cart and more than $100 for 
the carts, and it looks pretty worth¬ 
while. 

And if the Iomega Zip drive 
didn’t exist, the SyQuest would 
have it all its own way. With bulk 
buying you could get the SyQuest 
cart price close enough to the Zip’s 
that it makes no difference, and 
SI00 difference in the original 
drive price is no big deal. The 
EZ135 is also essentially the same 
as the 270 as far as data transfer 
goes, so it’s considerably faster 
than the Zip. But there’s still the 
durability issue. 

I’ve said it before, and I’ll say 
it again. Take a Zip disk, or one of 
the big cartridges used in the more 
expensive Bernoulli drives, and 
lob it backwards over your shoul¬ 
der. Hear it slap against the wall 
and clatter on the floor. Turn 
around. Pick it up. Put it in the 
drive. It will almost definitely 


work. If you do the same with a 
SyQuest cart,' don’t bother turning 
around. 

Grab a Zip or Bernoulli drive 
in both hands and shake it. Not on¬ 
ly will it not break, it will keep 
working pretty much uninterrupt¬ 
ed. 

If you do the same with a 
SyQuest, be prepared to bury both 
drive and cart with full military 
honours. 

Are people likely to put their 
drives and disks through this kind 
of punishment? Not often. But 
wouldn’t you rather have a drive 
which, if it gets knocked off your 
desk, will probably still work? 
Wouldn’t you rather have disks 
you can chuck on the back seat of 
the car and then go round corners 
without sweating and peering over 
your shoulder? I rest my case. 

The problem 

Unfortunately, the Zip drive 
has one big problem. You can’t get 
’em. 

As I write, the single Iomega 
factory in the States is running 24 
hours a day on triple shifts and can 
only satisfy US domestic demand. 
This means no drives for Australia, 
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Europe or anywhere else. Iomega 
were obviously completely unpre¬ 
pared for the popularity of the Zip 
drive, and they’re having huge 
problems filling orders. 

A new factory’s being brought 
on line, but estimates as to when 
we’ll see Zips on sale in Australia 
vary from mid-August at best to as 
late as October at worst. So the 
SyQuest, with its Australian 
launch slated for the August Mel¬ 
bourne PC Show, will probably 
have the supercheap removable 
drive market to itself for a little 
while. But I’ve said it before and 
I’ll say it again. You’ve got to treat 
SyQuests like eggs. If you don’t 
feel confident about being able to 
do this, don’t get a SyQuest. 

Our story 

We here at Storm Front Stu¬ 
dios, publishers of PC Review and 
Amiga Review, bought a SyQuest 
270Mb drive a few months ago. 
We’d been muddling along with 
the old 44Mb carts for quite a 
while, but they were seriously ob¬ 
solete and becoming unreliable 
thanks to their advancing years, so 
we reckoned it was time to get 
with the program. We didn’t want 
to buy a SyQuest, but we had to, 


simply because they’re the stan¬ 
dard. It’s the Windows effect; a PC 
running DOS and Windows is far 
from ideal as regards elegance of 
hardware and tightness of soft¬ 
ware, but there’s such vast support 
for them that for may purchasers 
there’s no comparison. 

So we bought the drive, and a 
few carts, and set it all up and ev¬ 
erything was fine. Lots of storage, 
decent speed, no errors (we treated 
the carts with respect, kept them in 
their padded boxes, didn’t knock 
them off desks). 

Then things started to go 
wrong. Errors appeared on carts 
now and then, for no reason. You 
could scare the error away using 
disk recovery software, but it’d 
come back, and bring its friends. I 
ended up spending an hour or two 
a week fixing SyQuest carts. 

And the carts that "went bad" 
developed lots of other interesting 
personality traits. Copy a series of 
huge files onto the cart; no wor¬ 
ries, until the end of the last file. 
Then your computer hangs and the 
cart’s a huge quivering mound of 
errors. Take a functional cart 
somewhere else; marvel as it com¬ 
pletely fails to mount on someone 
else’s drive. Watch the drive start 
to spin up a cart, then change its 
mind, spin back down and pop out 
the eject lever. Joy. 


The immediate assumption 
when stuff like this happens, and 
you’ve ruled out weird interactions 
between different bits of hardware, 
is that you’ve got a lemon. Hap¬ 
pens to the best of manufacturers. 
After all, SyQuest drives, within 
their limitations for drive and disk 
abuse, do not have a reputation for 
shoddy workmanship. The only 
significant manufacturing defect 
SyQuest had ever previously ad¬ 
mitted to was the tendency for 
some old 44Mb drives to let the 
computer fan suck dust in through 
the front and onto the disk, causing 
errors, but we’ve never noticed 
that on our machines. 

The rumour monster 

The we started hearing dire ru¬ 
mours about Syquest 270s being 
inherently unreliable, and worse. 
We listened for a while, we formed 
a couple of entertaining fantasies 
about writing an award-winning 
blockbuster story about the Great 
SyQuest Cover-Up, and then I ac¬ 
tually did a spot of research. 

I contacted both SyQuest Tech¬ 
nology and a dealer on the subject 
of 270Mb drive reliability, and the 
replies were interesting. The dealer 
hadn’t had an unusual number of 
270s coming back for warranty re¬ 
pairs; a few drives will always 
need fixing, but the 270s weren’t, 
according to him, unusually bad. 

But SyQuest Technology sort 
of somewhat almost admitted to a 
problem. According to Meyer 
Mussry, SyQuest’s Regional Man¬ 
ager, the 270Mb drive had recently 
been redesigned to make it more 
resistant to dust and smoke con¬ 
tamination, and "requalification" 
of the new model 270s produced a 
six week shipping delay, which 
helped to feed all of the rumours. 
Now, if "our new drives have been 
improved" means "our old drives 
didn’t work well enough", this 
could help explain the rumours, 
and our own nightmares. 
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Iomega's Zip - so good, you can't get it! 


How it happens 

That the 270Mb drives should 
be most susceptible to airborne 
contamination is perfectly logical. 
It all comes down to data density. 

Back in the olden days, 
SyQuests used the big 5.25" car¬ 
tridges and only stored 44Mb on 
them. This was a data density, in 
megabytes per square centimetre 
of disk, of about 6.3. Now, 6.3Mb 
is a lot of data to fit on one square 
centimetre of disk, but it’s nothing 
compared to what they do today. 
The latest 5.25" Sy Quests store 
200Mb, a density of about 
15Mb/cm 2 , and the 270Mb 3.5" 
Syquests store around 39Mb/cm 2 . 
To read and write data at this very 
high density, you need a read/write 
head that hovers very, very close to 
the disk surface and operates to 
amazing tolerances, and this sort of 
ultra-precise assembly really does 
not like dust or even smoke parti¬ 
cles at all. 

In a regular hard drive this isn’t 
a problem, because they’re hermet¬ 
ically sealed and filled with clean, 
dry air. This means no garbage 
from outside can get in, and low 
temperatures don’t produce con¬ 
densation on the disk, because 
there’s no water vapour in the air 
inside the drive to condense. 

SyQuest cartridges, however, 
have to be unsealed or the 
read/write head won’t be able to 
get in. And despite the best efforts 
of the designers, if you use the 
drives somewhere dirty - or just 
smoke nearby - you’re asking for 
trouble. New 270s may be more 
reliable, but this can’t overcome 
the concept’s basic limitations. 

Iomega drives get around the 
problem by using a non-rigid disk 
and a different read/write head de¬ 
sign - they’re like a big, highly 
evolved floppy disk. They’re not 
immune to contamination, but 
they’re a heck of a lot more re¬ 
liable than SyQuests. I routinely 
leave my Bernoulli carts lying 


around in the dust, and I’ve never 
had an error on one that wasn’t in¬ 
duced by a program crash. Ever. 

Ours is a non-smoking office, 
and not particularly dusty. We 
didn’t bash our SyQuest around or 
drop the carts. Yet it screwed up 
anyway, to the point where we’re 
not going to risk using a SyQuest 
again for important data. SyQuests 
let you make no mistakes. 

Cheap Bernoullis! 

Iomega aren’t taking the 
SyQuest attack lying down. 
They’ve taken note of the biggest 
consumer problem with their built- 
and-priced-like-military-hardware 
Bernoulli drives, and cut prices. 

The Bernoulli 230Mb Trans¬ 
portable drive, the external model, 
now retails for $1039 instead of 
$1150. Nice, but not a very big 
deal. However, the 230Mb carts, 
which used to cost a stratospheric 
$250 each, now sell for $130, or 
$624 for five. This turns around 
the comparison I did last month of 
the price of a drive plus about 2Gb 
of carts, and I present the new, im¬ 
proved results to you again. 

This time, to even out the num¬ 
bers, I’m allowing fractions of car¬ 
tridges, to bring the total capacity 


exactly up to the line. 

20 Zip carts equals 8.7 
Bernoulli or magneto-optical 
230Mb cartridges, 7.4 270Mb 
Syquests or 14.8 135Mb SyQuests. 
For the Zip, you’re still paying 
$1037, or you will be when they’re 
available. For Bernoulli 230Mb, 
you’re looking at $2,144 - at the 
old pricing, it’d be around $3,300! 
Magneto-optical will cost you 
$2,390 or so. 

SyQuest 270Mb will set you 
back around $1,750, and the new 
EZ135 will cost only $1072, for 
the external version - again, when 
it’s available. 

Overall 

In the final analysis, it looks 
like Iomega’s gaining ground on 
SyQuest Technologies at a great 
rate. Bernoullis now have a much 
more reasonable price, and the Zip 
is sweeping all before it in the 
USA. Meanwhile, SyQuest’s 
EZ135 will certainly sell, but it’ll 
be fussier about treatment and if 
you’re aiming for the non¬ 
professional, home and small busi¬ 
ness market, this is not the way to 
go. Time will tell, but my money’s 
on the new boys. 
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Defender 
Just like the 
original! 

1MB Required, 

2.x & 3.x compatible, 
AGA compatible. 
$5-1 disk 


Trailblazer 
1 or 2 player 
classic. 

1MB Required, 
$5-1 disk 


Iff Clip Art 

14 disk set! 

• Entire collection - $39.95 
• Individual disks - $5.00 


Disk 1. Animals 

Disk 2. Art , Birds, Buildings 

Disk 3. Business, Dinosaurs, 

Entertainment, Etchings 

Disk 4 . Computer, Dogs, Fire, Games 

Disk 5. Fish, Food, Hands, 

Household, Toys 

Disk 6. Garden, Insects, Maps 

Disk 7. Graphiccs 

Disk 8 . More graphics, Japanese 

characters 

Disk 9. Miscellaneous, Music, 

Nautical, Space, Travel 

Disk 10. People, Scientific/Medical 

Disk 11. Outdoors, Signs, 9 Toons 

Disk 12. More Toons 

Disk 13. Sport, Type 

Disk 14. Transport, War 


Education #7 
Fractions 
and shapes 

Ideal for primary school - 
covers all aspects of basic 
fractions, with drills and 
basic terminology 
explanation. 

Shapes - identify complex 
shapes -for 4-7 yr olds. 


HumanBody 

Clip-Art 

(Musculo Skeletal Clips 
ALL in Professional Draw 
format for use in 
Professional Page, 
Pagestream or 
Professional Draw ONLY. 

(These disks in addition to original disk 
advertised previously.) 

Five new disks 
Entire set only - $19.95 


I_I 


Moon Buggy 
Just like the 
original! 

1MB Required, 

2.x & 3.x compatible, 
ECS mode 
$5-1 disk 


$5-1 disk 


















Software 

Service 


VISA 


1-800 252 879 

FREE CALL 

FAX (02) 565 1220 


Amiga 1200 Make It 
Work 

Having trouble getting 
programs to run on your new 
A1200? This disk gives you a 
number of options to 
dramatically improve 
compatability. Simply run it first 
before trying the program in 
question. 


MaaicWB - Ideal for 
A1200 

Revamp your Workbench - new 
icons and backdrops - slick, 
clean look - needs 8 colour, 
hires-laced display Ideal for 
A1200 or A4000 owners with 
1940 or better monitor. 

WB2.x or better required. 


Database and Finance 

Our popular Database and 
Finance disks have been 
updated with new versions of 
software and new programs 
including Flexer and EasyCalc. 
Now they’re both easier to use 
and more powerful. 

Update NOW. 


Minimorph 

Create your own 
animation of 
morphing just like 
program costing 
$100’s. We’ll even 
scan in your photos 
for you and prepare 
them ready for 
processing. ($5 per 


JC-Graph 

Create impressive 3D graphs- 
save as IFF or object files for 
Imagine and other animation 
programs. Load/save and edit 
data. Works with most 
wordprocessors and DTP. 


HOT GAMES DISKS 

#1 - AirAce, Missile Command 
Atari style), Care Race, Downhill 
Hacer (Skiing) 

#2 - Blackjack, Metro (Trains), 
^hina Challenge, Klondike (21) 

#3 - Hate (3D Perspective shoot 
em up), Megaball break-out style 
jame) 

#4 - Galaxian, Pacman, Space 
nvaders and Asteroid look-a-likes 
"the classics" 

#5 - Imperium, Mech Fight, 
jCombat 

#6 - Chute!, Defender, 

J haroah's Curse, SkyFight, 
JpaceWar 

#7 - Amiga Tanx, Cave Runner, 
(-Fire, Bally III, Llamatron, 
)bess-0-Matic 
#8 - Asteroids, Bug Blaster, 
Microbe, Poing, Revenge of the 
Mutant Camels, Ring War, Trix 
#9 - Pacman (brilliant copy of 
he original), OmegaRace, 
Columns, Nebula and POD. 

#10 - Donkey Kong, Galaga (the 
test!), Artilerus, Fleuch 
#11 - Scorched Tanks - the 
atest super version, 2-4 
tlayers. 

Adventure 1 - Island of 
Jephoton, Rescue & Jungle, Zut 
(lors! and Treasure Island. Some 
ext based. 

Star Trek - The Game, with 
ound-FX, animation, point and 
Hick interface, various missions. 
Mb 

Balance of Power - Strategy 
lame for one or two players. 
Control the world powers to avoid 
luclear war. 

UChess - Chess game - Needs 
1Mb and accelerator - Ideal for 
U200 or 4000. AG A Support. 


Home Office 

• CAD - Five Programs: Speaker and 
Circuit Design, Landscape & 
Architectual 

• Database - Hyperbase, HyperDialer, 
DataEasy, Home Manager, bBasell 

• Forms Designer - Text based forms 
editor. 

• Genealogy 1 - A-Gene and Family 
History 

• Genealogy 2 - ArJay - Up to 1000 
people, WB2.x/1Mb required. 

• Home Budget - Assorted home 
finance programs. 

• Home Tools - TouchTyping, simple 
database, Furniture Helper, Resume 
Maker, VCR Database, Diet Aid and 
LP Database. 

• Spreadsheets - Easy to use SCalc, 
SPREAD and EasyCalc 

• Finance - BankN, Your Money, 
Budget and CheckBook 

• Text Editors - Az, UEdit, QED, DME 
+ Text Editors Guide 

• Wordprocessing - Text Plus, 
AmigaFOX, Liner, SuperRetLab, 
GWPRint & Print Studio 

• Protext 4.3 - Includes spell 
checker, word count, footnotes, 
anagrams - hundreds more 
features. Text only - no graphics. 

• Bowling - Keep track of bowling 
scores. 1 Mb required. 

Communications 

• NCOMM 3.0 - Shareware AREXX, 
SCRIPTing, simple BBS mode. 

• Term 3.4 - Freeware, scripting, 
powerful, 3 disks, hard drive req. 
WB2.x required. 

Fonts 

• CG-Font Pack 1 - Suitable for 
Workbench 2.x and above, Final 
Copy, Professional Page, Pagestream 
and PageSetter III. 60 different 
Compugraphic fonts. 6 disk set. 


• Bit-Mapped Font Pack 1 - Suitable 
for Worbench 1.3. Over 40 different 
fonts, ready to use directly from floppy 
- ideal for Deluxe Paint and most paint 
programs. 6 Disk Set. 

Clip Art 

• Clip Art Pack 1 - A selection of black 
and white, bitmapped clips, suitable 
for wordprocessing and desktop 
publishing. Three disk set - $13.50 

• Structured Clip 1 - Assorted 
ProDraw format clip -art. 

Desktop Publishing 

• Pagestream Enhancer - requires 
Pagestream 2.x or better. New 
drivers, Postscript utilities and more. 

• Professional Page Enhancer - 
requires PPage 3.x or better. Lots of 
great genies for smart borders, 
copying pages, group, special effects. 

• PageSetter 1.2 - Entry level desktop 
publishing program. 

Cartoons (Require 1Mb FREE) 

• Cartoon 1: Batman, Shuttlecock, 
Stealthy 

• Cartoon 2: Amy Vs Walker 

• Cartoon 3: Jugette, Jugette 2, 
Juggler 2 

• Cartoon 4: FI 6 Combat, Stealthy 
Manver II 

• Cartoon 5: Bigs Bunny 
Big Cartoons (Require 3Mb) 

• Big Cartoon 1: Anti-Lemmings 

• Big Cartoon 2: Coyote 

• Big Cartoon 3: Pogo 

• Big Cartoon 4: The Dating Game (2 
disks) 


Works in grey-scale 
only. 1 Mb RAM 
required. Powerful 
reasonably easy to 
learn interface. Ideal 
for A1200. 


DISK PRICES 

All our disks are covered by one 
pricing schedule. All prices includes 
postage, packing and support 

Disks Price 

Cost/Disk 

1 $ 5.00 $ 5.00 

2 $ 9.50 $ 4.75 

3 $13.50 $ 4.50 

4 $17.00 $ 4.25 

5 $20.50 $ 4.10 

6 $24.00 $ 4.00 

(for orders of 6 or more disks, each 
additional disk is $3.75) We use quality 
Memorex Brand diskettes. 


Price includes | 
C.O.D extra 


• Big Cartoon 5: 

• Big Cartoon 6: 

• Big Carloon 7: 


Unsporting 
Enterprise Docking 
Bait-Masking 


Education 

• Education 1 - Elements, Draw Map, 
Rubik, Space Log, Gears 


• Education 2 - Gravity Well, Planets, 
Life Cycles, Orbit, Enigmas, ZPIot 

• Education 3 - Word Puzzle, 
Crossword, Word Game, A-Solve, 
POWER LOGO! 

• Education 4 - PlotMap - Two disk set 
- creates maps of world, save in IFF 
format. 

• Hypertext - Create text files with 
links to animation, graphics, sounds, 
songs - anything (via AREXX). 1Mb & 
WB2.x required. 

• Stockmarket Simulation - Buy and 
sell shares, take out a bank overdraft, 
and eventually qualify to joing the 
insiders club. Local program to 
simulate local conditions. 

• Chemistry - Create 3D models of 
different molecules 

Emulation 

• Atari Emulator - German Only 

• MS-DOS Emulator - PC-TASK 
(shareware-no write to disk) & 
Transformer. Run most MS-DOS 
business software. 

• C64 Emulator - Run C64 Program, 
Interface C64 Peripherals (opt. 
interface available from U.S.A. Only) 

Graphics and Animation 

• Graphics 1 - Still Store: For 
sequencing stills for video production 

• Graphics 2 - Mostra, ImageLab, 
TitleGen, sMovie, ABridge, 
SceneGenDemo, SlideMaster 

• Graphics 3 - Icon-Editor, Turbo Title, 
Cyro-Animation Utils 

• Graphics 4 - FreePaint, Graffiti, 

PED, PicBase - IFF Database 

• MandleBrot Tools - Six Disks, Create 
amazing shapes and patterns! 

• MiniMorph - Create your own 16 
grey-scale morphs. 1 Mb 

• AGA Demos 1 - HOIS-AGA and 
AGA- Amiga Boing. 

• Mobile! - By Spaceballs - 3D 


Animation, A1200 and 3000 
compatible. 

• AGA Images - Six disks of hot AGA 
piccies including 3D rendered in 
Aladdin, and photos. 

• Imagine Objects 1 - Enterprise, 
Chess Pieces, Amiga 3000. 

Music and Sound 

• Med 3.1 - The best Amiga low-level 
sequencer - some MIDI support 

• Sound Tools - Play, edit, arrange, 
distort and create IFF sound samples 

• Sound FX 1 - Filled with short, sweet 
sound samples - Bells, Horns, Dogs.. 

• Remix 1 - Two remixed music 
samples - Madonna and Black Box 

• Tracks 1 - 1733, Agression, Angies, 
Arkenoid, Atmospheric, AxelF, 

Azeirev 

• Tracks 2 - Beat, Benny, Biochall, 
Biochal2, Blue Days, Blue Moon, 

Boss, Call Me, T.C.S. 

• Tracks 3 - Cloud Song, Creation 2, 
Crockets, Ear, Electric Dreams, Last 
Ninja II, Megaforce, Metal Synth 

• Tracks 4 - Oxygene, Piano-Plink, 
PopCorn, RSI-Hard, Skylight, Smoke, 
SupeBASIC, Tocatta 

• Tracks 5 - BatDance, Bond, Fresh 
House, Lambada, Pawn!, WasteLand 

• Movie Samples - 9 Disks of IFF 
"Make My Day" style samples 
(Tracks 6-23 also available now.) 

Improve Your Workbench 

• AGA Utilities 1 - AGA Anim players, 
picture showers, AGA disable, GIF 
shower and more. 

• WB1.3 Superdisk - Bootable, 
ready-to-run. Read/Write MS-DOS 
disks, DIRWORK file manager, 
AutoCLI WB Enhancer, includes 
Documentation on disk. 

• WB2.x Enhancer - Icons, Presets, 
NAG program for appointments, 
Fractal Screen Blanker, KCommodity: 


Auto window activation, 
Clock/Memory usage, Keystroke 
Audible Click, Gadgetless window 
closing, Hotkey, Mouse 
accelerator and much more. 

• AntiVirus - Latest protection 
using BOOTX, Tutorial on Virus 
Protection and more 

• Hacker - Rip music from games, 
create custom boot blocks, look 
for secret messages on disks 

• DOS Utilities III - All the latest PD 
Utilities to organise your disks 

• MS-DOS Utilities - READ/WRITE 
and FORMAT 720K MS-DOS 
Disks! 

• Hard Disk Utilities 1 - HD 
Backup, Alock security, Undeleter, 
Disk editor, mark out bad blocks, 
alter your boot logo, find 
misplaced files and HDMem. 

• Parbench - Network two Amigas 
via a special Parallel cable. Ideal 
for CDTV owners to use as a 
CD-ROM drive. 

Programming 

• ACE AmigaBASIC Compiler 1.1 - 
Speed up your BASIC programs 
into fast executable binary. 

Includes linker and assembler. 

• Pascal - Two disks, PASCAL 
includes PCQ compiler, A68K, 
Blink, Debugger, Mon, examples 
and PCQ source. 

Printer Drivers 

• General - A selection of over 100 
drivers covering almost every 
known printer. Includes special 
drivers for 24pin dot matrix 
printers and postscript. 

• Canon Drivers - Covers Canon 
BJ10.130.300 

• HP Drivers - Covers HP500, 550, 
500C, 550C and LaserJet 1,11,111. 


Play Deluxe 
Galaga 

* A brilliant remake of 
the arcade classic - lots 
of levels, truck loads of 
variation, buy more 
powerful weapons, earn 
extra ships and find the 
ten game secrets. 



Public Domain Disks 


Please bill me each month for your 
NEW disk/s of the month offer : 

































I Invented in 1980 by three Cana¬ 
dians, Trivial Pursuit went on to 
become the world’s most popular 
board game. In 1991, Domark 
launched the CDTV version - a 
two disc compilation of some 
2,000 questions played from the 
comfort of your lounge chair, 
without any risk of losing one of 
those valuable pie peices, or 
spilling coffee on the cards. 

The game is played in the same 
fashion as the cardboard equiva¬ 
lent - with a little help from a 
charming, albeit eventually irritat¬ 
ing master of ceremonies, Russell. 
Chris Langham, well known script 
writer of Muppet Show fame, 
turned his talent to creating an ex¬ 
tra dimension to the trivia world - 
a talking bird who makes more 
wise cracks an hour than a good 
chiropractor. 

Russel is funny, Russel is en¬ 
tertaining, Russel is a bit of a 
smarty, and thankfully you can 
turn Russel off! The CD version of 
Trivial Pursuit adds a number of 
other important additions to the 
traditional game. For starters, each 
category is presented by a famous 
person. Napoleon Bonaparte asks 
the Hhistory questions, Christo¬ 
pher Columbus the geography 
questions, Albert Einstein the sci¬ 
ence questions - and so the list 
goes. Each of these cartoon pre¬ 


senters is, like Russel the bird MC, 
gifted with many humorous one 
liners. 

The questions appear with a 
picture. For the soft headed this 
will prove a constant source of 
frustration, as some of the pictures 
are a red herring, whilst others 
provide valuable assistance. When 
you know the answer, you say it 
aloud to the other players and then 
the person with the controller tells 
the game whether you got it right 
or not. 

Personally I have always found 
winning at Trivial Pursuit to be a 
bit of a haphazard affair - that elu¬ 
sive dice throw to get you on a pie 
can mean the end of your bril¬ 
liance when some other dummy 
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flukes it every time and lands all 
the easy questions. Well, now you 
can have your revenge by taking 
advantage of the CD versions scor¬ 
ing feature. You’ll be able to see 
exactly who answered the most 
questions correctly - according to 
subject and in total. You can even 
save a game to disk so you can 
gloat about it again later. 

Another nifty addition is the 
option to set a time limit within 
which questions must be answered 


- ideal for those indecisive types 
who like to dither on many possib- 
lities and hog the remote control. 

Trivial Pursuit on CDTV/32 is 
a lot of fun. It’s an excellent game 
to play with non-computer nerd 
friends. In many months of play, I 
have found only a few bloopers, 
on the whole it’s a very polished 
product. You can still get it from 
most Amiga dealers for around 
$69. Recommended. 

□ 




'".tUUi 


illfl 






Trivial Pursiut 
CDTV/32 
Available from 
most dealers 


RRP: $69.95 
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Welcome to this months Art Gallery. 
More great Amiga Art on display, so 
check it out! If you have art to 
contribute, why not shoot us a disk - or 
modem the file to our new number on 
( 02 ) 550 2499 . 


Please include your name, tel no and how you 
created the image, in a text file. 


736 x 566, 24Bit, Created with Imagine. 
By John Calfas. 


m 














752 x 576, 24Bit. Created with Lightwave 3D. 
By David Boddy. 


800 x 600, 24bit, Created with Real 3D V2.49. 
By Forsaith. 


816 x 607, 24bit, Created with Imagine. 
By John Calfas. 
















id DPai/i 
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1280 x 1024, 24bft. Created with Imagine V3 and D 
By Aiex Sabourenkov, 


640 x 512, 24bit, Created with Imagine 
By Alex Sabourenkov. ■■ 


736 x 566, 24bit, Created with Imagine 
By John Calfas. 









[saisd with J/micjiny V'J. 


704 x 562, 24Bit, Ray Traced 
By Bob Eason. 


800 x 600, 24Bit, Created with Imagine 
By John Calfas. 


24Bit, Created with Vista Pro V3, 


♦♦♦♦♦ 












What price new Amigas? 


... continued from page 8 

in their margins and announced the 
$3500 tag, all hell broke loose and 
Amiga Technologies decided to 
backpedal. This is, of course, just 
speculation. 

Let us fantasise, for a moment, 
that this price is in fact reflective of 
the final selling price of the A4000T. 
We hope it won’t be, and if Amiga 
Technologies lives up to their damage 
control statement it should be lower, 
but let’s say it isn’t. Why would 
Amiga Technologies think they could 
sell 4000s for such a high price? 

A hypothetical $US3500 A4000T 
is not intended as a mass-market ma¬ 
chine. That’s what the 1200’s for. The 
4000 is the computer for serious users 
who need a lot of grunt and ex¬ 
pandability, and high-end users look¬ 
ing for a stacked video workstation 
won’t particularly care about $1000 
either way on the price of a 32Mb 
4000 with 060, 4Gb drive, cutting 
edge graphics board and all the other 
bits and bobs. They’re still getting a 
machine less than half the price of the 
"workstation" competition. 


And the videoheads and render- 
freaks are a large part of the high end 
Amiga market. If you’re doing corpo¬ 
rate graphics for BigRichCo, you can 
make back $1000 in a day - you don’t 
get worried about price until the dif¬ 
ference is $20,000. You care a lot 
more about getting the best machine 
for the job. 

Unfortunately, however, there are 
a lot of potential Amiga buyers who 
don’t want a hard-to-expand 1200 but 
aren’t planning to start a branch of In¬ 
dustrial Light and Magic in their bed¬ 
room, and also aren’t at all happy 
about shelling out Huge Dollars for 
the next step up. We’re talking about 
the old A2000 market here. If the base 
price for the 4000 is unrealistically 
high, there’s no currently manufac¬ 
tured Amiga for these "semiserious" 
users. 

Look out for more news in the 
next Amiga Review - we should have 
the real US prices, at least, by then. 

□ 


Mini Disc Data 
non-starter 

Sony’s 2.5 inch Mini Disc (MD) 
music system hasn’t become 
particularly popular, and any hopes 
Sony had of pushing the format into 
the computer world, like the earlier 
DAT, have been at least temporarily 
squashed by Iomega’s Zip drive, 
which offers higher performance at a 
lower price. 

MD Data stores 140Mb per disc, 
but the drive costs $1165 - disk prices 
haven’t been announced. Compare 
this with Zip drives at $399 and disks 
a bit over $30 (how cheap can the MD 
disks be?), and it’s looking pretty 
dodgy already. 

On top of the price problem - not a 
major consideration in the 
professional market Sony’s aiming for 
- the MD Data drive isn’t very fast at 
all. The rated data transfer speed is 
150 kilobytes per second, maybe a 
quarter of what you can expect from 
the Zip, depending on controller. 

One odd feature of MD Data is 
that it uses a special file system for the 
disks, so the same data can be 
accessed on PC or Macintosh 
machines without any mucking about. 
Unfortunately, the special file system 
used can’t be compressed with 
DoubleSpace or the like, and can’t be 
recovered with popular disk repair 
programs, just an included utility - 
and there’s no version of it for the 
Amiga. 

Sony Australia isn’t even 
distributing the MD Data drive here. 
A half price, double speed update is 
due out early next year; it’ll have to be 
good to beat the Zip. 

□ 



Too expensive, too slow, and incompatible - yay Sony! 
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Reader Interests 
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Get 12 issues lor ,541! SAVE 31%! 

A saving of $22.40 off recommended newsagent price 


FREE Call 1-800-252 879 

Use your credit card or we can bill you. Or fill out the form below and post it today! 



Please accept my application for: 

12 month subscription to Amiga Review for $49 ?? |X| 

For credit card Mail to: 

orders or Storm Front Studios, OR fax this 

Automatic Renewal/ContinuOUS Subscription: subscription PO Box 288 , completed order 

□ Yes Please! 1 would like to have my subscription **£££ “i’ 

automatically renewed when this subscription expires. 

PAYMENT DETAILS 

(Please complete details below) 

Yes! Please charge my credit card: 

J Bankcard [~] Mastercard Visa 

Card No 

YOUR DETAILS 

(Please complete USING BLOCK LETTERS) 

First Name: Mr/Mrs/Miss/Ms 

Surname: 

Address: 


Name of Card Holder: 

Sianature: Exoirv Date: / 

Yes! Please find enclosed my cheque or money 
order made payable to Storm Front Studios. 



State: Postcode: 

Phone: (BH) (AH) 













































































Subscriber Info 


AD INDEX 


If you live in a remote 
area, find it difficult to locate 
a copy of Amiga Review lo¬ 
cally, or would like to save a 
bit off the regular cover price, 
subscribe. However, please 
note that we cannot guarantee 
subscriber copies will arrive 
before newsagent copies. 

Amiga Review usually 
comes off the press on a Fri¬ 
day. We get our subscriber 
copies on Monday. They’re 
delivered to a mailing house 
for processing and are lodged 
with Australia Post Tuesday 
morning. Newsagent copies 
are trucked directly to 
newsagents and will go on 


sale on Wednesday. Now 
comes the real battle. Aus¬ 
tralia Post takes anything 
from one day to over a week 
to delivery interstate copies. 
One subscriber told us re¬ 
cently that a friend one sub¬ 
urb away got his mag a week 
later. 

If you have a questions 
about your subscription, call 
Madeline on 1-800 252 879. 
If you would like to sub¬ 
scribe, you can pay by credit 
card, cheque or money order, 
or we can bill you. Credit 
card payments will appear as 
Storm Front Studios. 

□ 


Amadeus 40,41 

Amiga PD Centre 17 
Amitar Home Comp. 19 
Brunswick 65 

Caradoc 65 

Code One 65 

Computer Affair IBC 

CompuParts 37 

Computer Magic 33 

Computer Man 33 

Desktop Utilities 65 

Diskotech 37 

Emerald 79 

Fat Agnus PD 65 


Fonhof 33 

House of Computers 65 
JEC Computers 65 

Leejan Enterprises 65 
Megabyte Computers 33 
MVB 6,7 

Natdisc OBC 

Pelham 65 

Prime Artifax 70,71 
Scarlet 65 

Sigmacom IFC,1,2 

TV Graphics 5 

Unitech Electronics P/L 9 
Vallhalla Games 65 


FREE Reader 
Classifieds 


Authors 

wanted 


For Reader Classifieds see pages 59-61 


Yes, I want to take advantage of Andrew Farrell! 
Give me some FREE space in Amiga Review and fill 
it with the following words: 


Run until notified □ Run once □ 

Send to: Amiga Review Reader Classifieds, 
PO Box 288, Gladesville 2111 or 
Fax: (02) 565 1220 


If you can write in plain 
English, have experience 
with a particular product 
and can meet deadlines, 
we’d like to hear from 
you. 

Amiga Review is look¬ 
ing for articles providing 
practical help using com¬ 
monly run applications. 

Any wordprocessor for¬ 
mat is acceptable, al¬ 
though straight ASCII is 
preferred. IFF images 
should include captions in 
a separate text file (or on 
the end of the main text 
file). 


You can modem contri¬ 
butions to us by calling 
(02) 550 2499. 

If you don’t get any re¬ 
sponse on connection, just 
upload your article using 
ZModem - be sure to give 
the story and related files a 
meaningful file name. 

Disk should be mailed 
to to The Editor, Amiga 
Review, PO Box 288, 
Gladesville 2111. 

Please don't send your 
original disk , as we cannot 
guarantee safe return. 

o o o 
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^ BUREAU SERVICES 
24Bit Colour Image Scanning 
Amiga CD-ROM Mastering 
3D Rendering & Animations 


We can produce 2D & 3D 
Graphics and Animations 
for your Desktop Video & 
Multi-Media requirements.. 





LightWave 3D Version 4.0 
The best just got better! 
$1299 

The new version of this fabulous 3D 
Animation and Rendering package is 
now available for the Amiga or PC. 

Lightwave Accessories 

Anim Workshop 2, Forge 2, Pixel 3D, 
Power Macros, Sparks, Pegger, Magic 
Lanten, Surface Pro, Diner, Sports, Odds| 
& Ends, Humanoid, Cathedral, Wedding 
Jurassic, WaveMaker, LightROM CDs | 

Lightwave Videos 

Set of 5 Instructional Videos $299 
Pro Flying Logos Video $69 


For $399 you get... 

lx CD 32 Games Console 
lx Competition Pro JoyPad 
5x CD 32 Game Disks 




**&D32 _ 

Competition 
j|k Pro CD 32 Pad 

* $49 

CD 32 

Special Bundles 


4 for $99 

Arabian Nights 

Mean Arenas 

D/Generation 

Morph 

Dangerous Streets Pinball Fantasies 

Deep Core 

Sensible Soccer 

Fire Force 

SleepWalker 

Fly Harder 

Summer Olympix 

Global Effect 

Trolls 

James Pond 2 

Whales Voyage 

John Barnes Football Wild Cup Soccer 

Liberation 

Zool 


AMIGA CD-ROM 
Mastering 

Backup your Amiga hard 
drive or create your own 
CDs! Call for more info. 


RocGen Plus 
Genlock 

$299 


Accelerators A1200 

Cobra 030EC 40Mhz $449 
Mongoose 030 50Mhz $649 
Ferret SCSI-2 Option $199 
Pyramid TRA020/28 $249 

Accelerators A3/4000I 

Warp Engine 28Mhz $1699 [ 
Warp Engine 40Mhz $2299 | 

SCSI Interfaces 
Squirrel A1200/A600 $179 I 
DataFlyer A1200/A4000 $199 | 

CD-ROMs 

Sony CDU76S Internal $399| 
Sony CDU76SExtemal $579| 

Hard Drives 
3.5" Fast SCSI-2 
420MB $369 540MB $499 
850MB $550 1.05GB $899 | 

3.5 " IDE for A4000 
545MB $350 850MB $480 

2.5 " IDE for A1200 
340MB $469 524MB $659 

Floppy Drives 

3.5" A500 Internal $150 
3.5" A2000 Internal $150 
3.5" A1200 Internal $150 
3.5" A4000 HD Inti $249 
3.5" HD External $279 

Emulators 

Amax II Mac Classic $299 
Emplant Mac Deluxe $799 
Emplant 586DX Optn $199 

Modems 
I Maestro 144FM $399 

| Maestro 288FM $499 

Internet StartPak 

I Call for more information. 


Due October’95 



ZIP SCSI 100MB ..$399 

TriPak 3x 100Mb Disks .. $109 



for A500/A2000 .. $350 


Picasso II Tk 



e stock 4in extensive range of CD32, CDTV & CD-ROM titles. 


Primera 
Dye Sub 
Colour 

$1299 


' "l~ Jt'. 337 Penshurst St 
4 Coirip^er^ Willoughby 2068 
• affoir Tel: 02-417-5155 

















EMPLANT 

EMPLANT MAC 
EMPLANT PC 
EMPLANT 586 Upgrade 
EMPLANT AM IA 
VIDEO CARDS 
ED YC Genlock 
ACCELERATORS 
’030 for A500/2000 from 
40Mhz Warp Engines from 
MONITORS 
Multiscan monitor 
NEC 3D 

AUSTRALIAN AGENT 

Sunrize 16bit sound cards 


$799 

$999 

$199 

$199 

$699 

$699 

$1995 

$399 

$499 

$2245 



Buy direct from warehouse 
TELEPHONE 02 544 1874 


NEW 

Cyberstorm ’060 cards $2595 

Cybervision $995 

Alfadata A1200+CDRom & HD 
interface for A1200 with CD32 
support & external case from $215 
with quad spin CDRom $599 

Double A1200 & 

3 1/2 HD Cable Kits at $19.95 

ASIM software at $99 

VLab Motion at $2770 

Toccata at $810 

CDROM DRIVES 

Suit A2/3/4000 inc S/W $549 

Sony Quad Spin mpeg Compat. $399 
All hard drives at best pricing! 


NEPTUN GENLOCK 

Electronic Design $1295 

Features include: alpha 
channel, semitransparent 
keying, automatic faders, 
software & manual controls, 
overlay graphics, text & 
effects, cut digitize suit PC. 




\ r / 


AlfaScan 800 $349 

Hi Res 800 dpi 256 grey scale hand held 
scanner. Includes OCR and Merge It 
touch up software. 

AlfaColour $699 

Quality 400 dpi 256,000 full colour hand 
held scanner. Includes OCR and Merge It 
touch up software and printer pass through. 



EXPANSION BOARDS 


OKTAGON 2008 $299 

Zorro II, SCSI 2 card with RAM 
expansion - up to 8Mb. 


TANDEM $16 

Internal CDROM & IDE drive 
controller. Now supports CD32. 


MULTIFACE CARD III 

High speed Serial port to take 
advantage of the V.34 modems 
plus a high speed PAR port to 
speed up printing. g< 



ALFA PRODUCTS 


AlfaData Trackball $69.95 

Optical Pen Mouse $65.95 

MegaMouse $39.95 

Quality 400 dpi Optical mechanical 
mouse. 

AlfaOptic $69.95 

Quality 300 dpi Optical mouse. 
Includes mat. 

MouseMaster $39.95 


A simple Automatic Mouse/Joystick 
switch for Amiga. 


TBC ENHANCER 



Electronic Design $1649 

Features include: noise filter - 
sharpness control colour, 
contrast, luminance & tint 
enhancer, perfect still 
images, no jitter, copy protect 
decoder, studio black burst 
comp. 


ALFA HARDWARE 



1 AlfaPower $229.00 

Integrated IDE Hard drive controller 
& RAM card for A500/500 + 

Up to 8Mb fast DRAM ZIPs. Holds 1x3.5" or 2x2.5" drives 

AlfaDrive $169.95 

Quality external 3.5" slimline FDD 


All products available from your local AMIGA dealers. Dealer enquiries - Call NATDISC 044 738 862 
Mail Order: NATDISC PO Box 343 Cronulla NSW 2230 Information: 02 544 1874 for your nearest dealer 
BBS: 02 544 1873 Fax: 02 544 1873 Orders Outside Sydney FREE call 008 622 389 





















































































